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SPECIAL FORCES | 
MANUAL 


Welcome to the Special Forces, soldier. You 
have passed a full range of physical and psy- 
chological tests to have made it this far, but 
there is still more to accomplish. With the mil- 
itary action in Vietnam, you require additional 
instructions. This manual will explain every- 
thing you need to know about fighting in the 
varied environs of Vietnam and surrounding 


territories. 


Although you have already completed basic and advanced training, there are still many les- 
sons to be learned due to the role you will play in battle. Things are a lot different in Da 
Nang than they are in Boot Camp. Life probably seemed pretty hard in training, but it was a 


cakewalk compared to what you'll see out here. 


This guide explains the history of the conflict, who is involved, the weapons used by both 
sides, and how to win in your engagements against the enemy. Everyone reading this will 
grow to fully understand the war, such as it stands. Victory and survival are certain for 


those who have the will and tenacity to continue. 


Good luck, soldier. Follow orders, know when to keep your head down, and before long you 


will be short-timing it and packing your bags to head home. 


It’s 1967, and the war in Vietnam has been raging for 
undefined years. Our first combat troops got there a 
couple of years ago, but we've had Special Forces troops 


and other teams in there all decade. American ships 


have come under fire, helicopters and planes 
7 } have been dropped from the sky, and it gets 


worse every year. Before us, the French 


fought over the same hills, forests, and 


wetlands. Now it’s your turn. 


Because this is such a mobile 
war, you must know entirely 
where this country stands 
and each aspect from the 
entire theater of war. Right 
now we are working on 
Operation Cedar Falls, and 
Operation Junction City is in 
the works. This is going to be 
a heavy year. The Viet Cong 


have been growing in numbers, 


tenacity, and supplies. Even with AEN ( 
Se 

some of our successes in finding var- gan 

ious weapons caches throughout the ra 


south, it seems that more equipment 
slips across the western borders. We are 


continually adapting our tactics to reflect the 


dynamics of this police action. 


Your part will be to move into enemy locations, usually by 
helicopter, and to engage the Viet Cong and North 
Vietnamese Army through search and destroy missions. 


Don't expect a stand up fight! Charlie knows that we have 


the superior technology and firepower, and he isn’t going to 
give us an inch that we don't pay for with patience and 
determination. Nor should you underestimate what 
the VC and NVA are capable of doing; our ene- 
mies have been fighting for more years than 
our troops by a huge margin. They have 


combat experience and a doggedness that 


proves difficult to counter. 


The worst attacks—the ones you will have 
to repel—are the guerilla strikes that the VC 
are famous for. Fast maneuvering of troops 
in unsecured regions has allowed our ene- 

mies to launch surprise attacks throughout 
this war. Last year, they hit a Special Forces 
camp in A Shau and routed us. That camp 


had more people than we do here, so 


don't feel like we're invincible up on 
this hill; we aren't. Every day someone 
is watching us (or could be). Stay 
sharp, and assume that anyone could 


be an enemy! 


USE ALL 
(A RESOURCES AT 
w YOUR DISPOSAL 


It’s dangerous to go half-cocked into any situation. With all of the 
accumulated knowledge found in this strategy guide, you should 
never have to worry about traveling into the unknown. No 
matter what the mission involves, your expertise and 
training must prevail. This section explains where 

you can find specific information about the tactics, 


challenges, and dangers of ShellShock: Nam ‘67. 
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PREPARE FOR ALI 
EVENTUALITIES 


E FROM THE ME KONG 
: TO THE DMZ 


000000 


THE CONTROL SYSTEM 


Infiltrate, Observe, Eliminate, and Extract is the first chapter 
following this section. The control system of the game is explained here 
in detail to acquaint you with the commands and interface in short 
order. Both versions of the game are covered (Xbox and PS2). After 
that, all actions are referred to by the name of the action instead of a 
specific button press. 


EQUIPMENT 


The Master All Tools section of this guide covers all of the equipment 
used in ShellShock: Nam ‘67. Every US and Vietnamese weapon is 
evaluated, along with all peripheral items. Learn how and when to use 
medical kits, the best ways to maximize your ammunition, and get a 
feel for which tools are ideal for a given situation. 


THE ENEMIES YOU FACE — 


Our Prepare for All Eventualities chapter gives both general informa- ks 
tion about your enemies and some techniques for overcoming them. ~ 


GAME CONCEPTS 


Military Procedures and Tactics extends the basic methods of previ- 
ous chapters and delves into the advanced uses of weapons, move- 
ment, exploring, collecting items, and higher modes of play. 


THE WALKTHROUGH , 


From the Me Kong to the DMZ is the full walkthrough for the missions 
in ShellShock: Nam ‘67. All trophies and intelligence items are detailed 
and marked on our level maps, and the missions themselves are 
explained without plot spoilers! 


CONTROL SYSTEM 


Because Shel/Shock: Nam ‘67 is a multi-platform game, the control system is organized with cus- 


tomization in mind. You have the freedom of changing the button mapping on your controller to 
match your interests. Throughout this guide, we will reference the actions that your character 
makes instead of the button or key you press. The table below lists all of the actions that are 
allowed by the game. 


IN-GAME 
COMMAND PS2 XBOX ACTION TAKEN 

Use xX A — a highlighted item (pickup, place explosive, etc.) 
Reload Circle B Reload 20 
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Left Thumbstick Moves character 

Switches between single-fire and automatic for some weapons 
Aims 
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COMMAND DETAILS 


Some of the commands are very simple and are 
self-explanatory, but the more complex ones 
bear further analysis. The following section 
covers these specifics. 


Use is a very versatile command. It is used to 
open doors, pick up intel/trophies, operate 
heavy weapons, and talk to allies while back 
in camp. Hold down the Use button and a menu 
will appear that lists choices if there are multi- 
ple options possible. There is also a cancel 
option if you wish to avoid using anything in 
the area. 


Usable objects in the environment often have 
an icon associated with them (a small explo- 
sive icon for things that you need C4 to destroy, 


a hand for items that you should pick up, etc.). 
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Although nearly every weapon has a clip, the 
reload function is very forgiving. Instead of 
wasting spare ammunition that remains in the 
clip you are removing, that ammo is instantly 
recycled into your active pool. This makes it 
easy and often wise to reload during any quiet 
time, even if you have only used a fraction of 


your clip. 


CROUCH 


The crouch mode is very useful. This position 
serves two vital functions by itself (improved 
accuracy and increased defense). The crouch 
mode also automatically returns you to a fully 
upright position when you try to move around. 
This means you don't suffer much of a move- 
ment penalty from being in this cautious move 
of advancement. Once you stop moving, the 
crouch system re-engages, so you don't even 
have to press the Crouch button again. 
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Crouch is incredibly useful and should be used 
heavily in almost all engagements. Defensive 


techniques and strategies are discussed in 
much greater detail in Military Procedure 
and Tactics later in this guide. 


Although your character can't sprint for long 
(due to the weight of over 40 pounds of gear), 

a short burst of speed can be critical for getting 
past a dangerous area. It's always better to fight 


where cover is heavy and enemies are few. Hold 


down the Sprint button to keep running at maxi- 
mum speed and this will last until your 
endurance expires. 


Soldiers go prone for many of the same reasons 
that they crouch: defense and accuracy. 
Beingprone provides greater bonuses than 
crouching, but it's more difficult to use. While 
prone, you are unable to cover distance very 
quickly. Also, you need to keep the button 
depressed or your character will automatically 
return to a standing or crouching position 
(depending on your current stance). 


Notice that you can't aim at higher targets 
while prone. This is a physical limitation of 
being so close to the ground. It just isn't possi- 
ble to aim in some directions when you re hug- 


ging the dirt. 


By itself, this command doesn't sound very 
exciting, but many quickly learn that it is a 
wondertul action to take in the face of ene- 
mies. Use Item is your key to fire equipped 
weapons, throw grenades, and stab unwary 
guards. This is the action that clears the path 
for you. 


Using weapons with automatic fire involves 
tapping the button for a quick burst or holding 
it down for longer attacks. Accuracy decreases 
with each shot, so it is often better to tap the 
button and make every burst have the greatest 
chance of dropping a target. 


More involved weapons, such as grenades, 
have a second stage after you press the Use 
Equipped Item button. Hold down the button 
and use View Control to designate the target of 
the grenade. Mastering this is divine for bring- 
ing down enemies who are behind obstacles or 


are otherwise in a defensive position. 


Being able to bead targets makes a huge differ- 
ence in fire control and effectiveness. When 
you engage the bead command, your character 
will stare down the sites of his weapon and get 
a better view of the area directly in front of him. 
This improves accuracy by a healthy margin. You 
cannot move quickly while beading, so practice 
going into and out of this mode quickly. 


You can bead from any position. Doing so allows 
for accurate firing combinations, such as prone 
while beading! With weapons set to single shots 
or short bursts, this makes it easy to hit targets 


almost every time you pull the trigger. 


The Intelligence screen offers a place to 
review your current mission. The briefing for 
the mission goals is displayed there, along 
with new goals. Lower on the page is a tally of 
the trophies and intelligence that you have dis- 
covered during the mission. 
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For the most part, movement is simple enough 
to avoid explanation; however, analog controls 
make it possible to vary the speed of your 
movement without additional keys or buttons. 
Pressing lightly on the controller advances you 
forward at a snail's pace, reducing the amount 
of noise you make. Pressing in a direction with 
full force moves you in that direction at maxi- 
mum walking speed. 


The Options menu has several features that are 
worth considering. This is where you go to 
change the controller configuration without 
any hassle. It also offers Auto Center, Auto Aim, 
Auto Reload, and the ability to vary Turn and 
Pitch Speed. 


Once you're comfortable with the basics of the 
game and have played a mission or two, come 
back to this menu and decide how to fine tune 
the system to match your preferences. Higher 
Turn and Pitch Speeds can really improve your 
play, but setting them too high may be frustrat- 
ing for some players. Continue bumping these 
up when you find that you need greater respon- 
siveness. Set them back down if you are over- 
shooting targets often or having general prob- 


lems with accuracy. 


VIBRATION eae 
ROTATION INVERSE -» 
AUTO CENTRE OFF i 
AUTO AIM OFF 
AUTO RELOAD 
TURN SPEED iH 
iil 


The Auto Aim in Shel/Shock: Nam ‘67 is subtle. 
Without using a mouse, it can be hard to line 
up distant shots in under a second; the auto 
aim does minor corrections for you without 
moving your cursor about—it tries to be as 
unobtrusive as possible.Only those with a key- 
board and mouse or people who desire greater 
challenges should turn off the Auto Aim fea- 
ture. Either way, this option will not impede 
your gaming experience. 


Automatic Reloading causes your character to 
put a new clip into his weapon as soon as the 
current one is depleted. This is somewhat use- 
ful for people who get so involved in combat 
that they neglect to take a moment to realize 
that they need more ammunition. 


There is a slight downside, however. You may 
want to switch weapons when the current one 
runs down on a clip. Perhaps a fast switch to a 
grenade or pistol is in order. Throwing your cur- 
rent weapon and plowing forward with a pistol 
can be pretty fast (even compared to a simple 


clip load). With Auto Reload off, you are free to 


do that. Most casual players will not require 
this level of micromanagement, but it's some- 
thing to consider. 
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MASTER ALL TOOLS 


There is large arsenal of weapons and peripheral items to use. This chapter describes each one, including 
Statistics. You'll learn how to use these tools against the Viet Cong and North Vietnamese Army (including 


many of their own weapons that can be stolen and put to better use). 


To expand on the basics, these items are ranked to provide an idea of their accuracy, power, optional 


abilities, and so forth. 
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We have a full range of 


weapons here in Vietnam. Some of 
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them are old and tested tools that have 
seen use since the First World War. Others are 


new and still being shaken down by the boys 


out in the field. Our contemporary weapons 
are using smaller caliber bullets combined 

with better technology and muzzle velocity. 
We'll see how that plays out when push 


comes to shove. 


STAND e 
ISSUE ARM 


The rifles on our side of the field are all 


either automatic or semi-automatic. 
Reliability has certainly been an issue with 
some of the guns in these damp, filthy conditions, 
so be sure to keep your weapon clean at all times. You can 
be dripping with sweat and grime on a daily basis, but that 


rifle better gleam like the sun, soldier! 
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if 4 For smaller engagements, there are submachine guns and pistols, and for heavier fighting you 

3 can take heavy machine guns and various explosive devices. For stealthy fighting, the smaller 
weapons are far more effective (nothing can silence heavy weaponry). The heavy equipment is 
better suited for massive engagements where eliminating a single target isn’t enough to save 


4 %e the day. Be sure to train with all of these to develop a broad range of expertise. 


Developed in World War Il, this inexpensive 


submachine gun is still in use. Although it isn’t 


Ammunition 11.4mm (45 Caliber) 


Clip Size «30 Bullets(Clip_ | suitable for highly accurate ranged fire, 
Firing Mode Automatic it has a reputation for reliability. Try to use the 


Stopping Power Moderate 
Accuracy Low 
Special Features None close quarters with enemies who are holed up, 


then fire into them without fear of missing. 


Greaser for up-close fighting. Maneuver into 


Used in this way, the Greaser is extremely 
lethal. At longer ranges, however, it seems to 
fall short compared to all of the alternative rifles 


and submachine guns. 


Pistols are often underestimated by soldiers 
9MM PISTOL 


Ammunition § 9mm 


Clip Size 7 Bullets/Clip 


Firing Mode Semi-Automatic matic weapons can do a bit of damage at short 
or medium range without taking much time to 


who haven't used them in combat. Although 


they lack fully automatic fire, these semi-auto- 


reload or get into position. 


Notice that the pistol has a tight distribution of 
fire if you give it enough time to reach maxi- 
mum accuracy. Indeed, this is a great boon if 


| you have only one target to worry about. 


The best time to draw a pistol is when you are 
nearing the end of your clip with a primary 
weapon and there aren't any good places to 


hide while reloading. For a slightly shorter 


delay, draw the pistol and use that to defend 
yourself. An even faster technique is to drop the current weapon and immediately begin fir- 


ing with the pistol (this can be quite fast once you master the technique). 


When equipped with a silencer, you can maintain the element of surprise without giving up 
range. Put two shots into the upper backs of each target and enjoy the stealthy edge it gives 
you. Don’t try for headshots unless you are very certain of your aim at the given range (one 
missed shot and those whistles and bullets start going off). 


The M-14 is a sniper’s choice for this conflict. 
With the ability to defend yourself in a skirmish, 


Ammunition 7.62mm 


Clip Size 20 Bullets/Clip 
Mode Semi-Automatic 


this rifle has substantial flexibility in terms of its 


roles. Up close (where the M-14 is at its worst), 


Stopping Power High 


Firing 
Petal A ee el 


Special Features Optional Scope and automatic. That puts it far above the bolt-action 
Night V i 
— rifles that the VC and NVA use. At long range, 


this rifle is still accurate, damaging, and semi- 


the M-14 requires a scope for maximum utility, 


and these are usually easy to find. 


When you combine this weapon with a night 
vision scope, it makes the user a force to be 
reckoned with. The range for detection at night 


by sight and sound is very short compared to 


we 


a es 


the visual range of the scope. Use this while 


prone to detect and eliminate distant targets 


oes dae 
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before they even know you are there. 


The standard American assault rifle of the 
ASSAULT RIFLE ee 3 ; 
day is quite dangerous (if kept immaculate). 


a — Luckily, you have one of the few cleaning kits 
Firing Modes eAnem ÎN your Squad and that earns you the envy of 
the other soldiers. The assault rifle is both 
Accuracy High A 
accurate and powerful; and even though its 


firing rate is low, this can be an advantage! 


Bursts with this rifle are very clean—the 
weapon doesn't jerk you around at all, and 


reacquiring targets is very fast. 


As long as you keep up on ammunition, stay 
dry, and avoid even looking at dirt, this rifle 
beats out its chief competitor (the AK-47). 
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Use the Assault Rifle for mixed 
engagements against troops at 


s = varying ranges and numbers. 


look at it, but this gun has a very advanced 


design. With a massive clip and a tight distri- 
Clip Size 72 Bullets/Magazine Box 


bution of fire, it can put bullets on target very 


Stopping Power Light quickly and save on the dangers of missed 
Accuracy High 


Snot 

There is a downside, however. The Swedish K 
is not very powerful. Many enemies can take 
several hits and keep fighting (or get up 
behind you after appearing to drop). All of the 
ammo you save because of accurate fire 
should go toward putting an extra couple 
shots into each target just to make sure each 


victim falls fast and hard! 


ADDITIONAL WEAPONS 


Unconventional wars call for unique methods of warfare. Some of these weapons are 


exactly what you need for the troublesome spots that come up from time to time. 


Ammunition 7.62mm 
Firing Mode Automatic enough damage to make enemies think twice 
before sticking their heads up, the M-60 is a 


Ta cee wi Y t h | 
Special Features Overheat winner. You cannot carry more than a couple 


hundred bullets into a fight (only two belts), but 


The beloved M-60 is everything that a soldier 


needs for health and happiness. With accurate 


fire, a sturdy design, large ammo belts, and 


that’s still a lot of lead to throw at someone. 


Overheating is always an issue with the heavy 
guns. Use bursts of fire to compensate, and 
watch your cursor to see when the weapon is 
getting too hot (when it glows a deep red, try to 
relax a little on the trigger). 


The M-60 often experiences ammo problems in 


tough missions. A spurt without finding enough 
ammunition and the M-60 will be at its useful end. That's fine—the machine gun will have 
cleared a lot of ground before that happens, and when it does there should be myriad bodies a 
and weapons to sift through. Problem solved. 


You might not think much of the Swedish K to te : 


Des 


M-79 GRENADE LAUNCHER 
40mm Grenade 


be Ammunition 
Ale 
: 


Clip Size Single Grenade 
in Break-Barrel 


Stopping Power immense 


Accuracy Low 


Special Features None 


FLAMETHROWER 


Ammunition Fuel and Compressed Gas 


Clip Size 100 Second Fuel Tank 


Firing Mode Stream 


Stopping Power Moderate 


Accuracy Low 


Special Features Damages Over Time 


The M-79 offers more range on a grenade 
than your soldier could throw under normal 
circumstances. Use this device to clear 
upper stories of buildings and distant 
bunkers, and to destroy gun emplacements. 
Because the M-79 takes your primary 
weapon slot, you will rarely leave it in your 
inventory for long. For that reason, don’t 
spare the ammo when you use this launch- 
er; take down all nearby targets and switch 
to a good assault rifle or machine gun as 


soon as you run out of grenades. 


There aren't many flamethrowers to be found 
until the later missions. Still, the beauty and 
joy of using this torching fury definitely com- 
pensates for its scarcity. 


Flamethrowers are essentially a death sen- 
tence for anything they touch. Enemy soldiers 
will burst into flames and start running 
around wildly when they get hit. This may not 
be the instant kill you are looking for, but it 
wreaks havoc on everyone nearby. The best 
way to use a damage-over-time weapon like 
this is to pop out, spray a group, then run 
back for cover. Let the mess sort itself out 


before you return. 


The Pump Gun is a standard shotgun, save 


that it carries seven shells when fully loaded. 
Ammunition 12 Gauge Shells 


Clip Size 7 Shells When 
Fully Loaded but still serves well during urban encounters 


where close fighting is common. Notice the 
Accuracy Low difference in damage when the Pump Gun is 


It's a slow weapon for most types of fighting, 


ced at close range. This effect compounds the 


issue of the gun to the point where medium- 


when wielding a shotgun like this. 


It’s better to avoid the Pump Gun unless you 
expect indoor fighting. When you do, stay 

mobile and keep the gun light in your hands. 
Don’t crouch, stealth, or bead. Accuracy isn't 


an issue for this type of encounter. Instead, 


rush forward, find your target, and fire the 


weapon within five feet of the hapless grunt. It will do the trick every time. 


M-72 LAW We didn't bring many LAW Rockets to the 
(LIGHT ANTI-TANK WEAPON) conflict, perhaps owing to the fact that very 
Ammunition 66mm Explosive few enemy tanks and heavy vehicles are 


Clip Size Single Rocket 
Disposable Container 


Firing Mode Fire and Forget 
Stopping Power Immense and there. As with grenades, these are 


Accuracy Low 


Special Features None 


entering the field of battle. Whatever the case, 


you may still come across an odd LAW here 


capable of decimating a large 


force of enemies. 


and long-range combat just aren't effective ri. 


SURVIVAL KNIFE Having a tempered combat knife can mean 


the difference between a quiet kill and a dan- 


eee a gerous discovery. In outright combat, the 


Stopping Power Light 


Special Features Stealth Kill Survival Knife just doesn’t cut it. But with a 


stealthy approach, an instant and silent kill 
can be scored with a rear strike. The tech- 
niques for this are discussed in the Military 


Procedures and Tactics section of this guide. 
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ye VIETNAMESE WEAPONRY X 


The VC and NVA have accumulated quite a collection of weapons from China, Russia, and 
France (left behind after the their own war here). These weapons are not technologically 
advanced compared with our own, but many are good choices. Also, the Vietnamese know 
what works for fighting in this region; they have been at war here for quite a long time. 


That means we're the ones who stumble into trouble unexpectedly. 


STANDARD ISSUE ARMS 


The age of equipment that is commonly used by the VC and NVA is impressive. Some of 
these tools have been handed down through armies since well before our generals were 
born. Others offer a glimpse into the firepower possessed by the Chinese and Soviets. As 


usual, you never know what to expect beyond a tough fight and a mess afterward. 


o S O The 98K was around during WWI and it’s still 


shooting. Although the speed of this rifle 
Ammunition 


wati apun anyions-the securscy of a 


7.9mm 
Firing Mode Bolt Action more than enough to nail soldiers at any 


range. You have plenty to worry about if a 98K 
Accuracy High 


Special Features Optional Scope user gets a good position with a view and 
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——_—_—————————=— a starts plugging away. Stay mobile and use 


your faster weapons to gain the initiative 
against VC troops with these guns. 


The 98K really tries to be a 
one-shot, one-kill weapon. That is 
hard to achieve in Vietnam, but it’s a worthy 
goal. Players who appreciate the role of a 
sniper should certainly give this old beauty 


a chance and see how they feel about it. 


RED | REDSTARPISTOL | PISTOL 


Ba Ammunition 762mm 
„Soamente Power Moderate 

e ee 

os SE Features None 


Much like the American 9mm, this pistol is a 
sidearm that complements your main 
weapon. When ammunition is low on your 
best gun, use a pistol to cover the gap while 
hunting for more bullets or scouting for a new 
gun. If you aren't a fan of stealth, carry a 9mm 
and a Red Star Pistol, and don’t worry about 


having a knife at your side. 


a SS Size a 

“Firing Modes BustAuto and Semi-Auto —— 
| Stopping Power Moderate Power Moderate 

Special Features None 


The AK-47 is commonly used by infantry on 
the Vietnamese side of the war. Supplied 
heavily by Russia, these rifles are incredible in 
terms of reliability and durability. In the damp, 
muddy conditions common in many parts of 
Vietnam (especially during the Monsoon sea- 
son), the AK-47 has many advantages over 
American weapons, which require far more 


maintenance to keep at combat readiness. 


Because so many enemies carry 7.62mm 
ammunition, it’s a safe choice to grab an AK- 
47 when the ammo for your primary weapon 
starts to dwindle. Although the AK is not ideal 
for extremely long-range fighting, it is quite 
effective at short and medium range, which is 


where most combat occurs. 


Clip Siz 


Stopping Power 


Accuracy 


Special Features 


Clip Size 


Firing Modes 
Stopping Power 


Accuracy 


Special Features 


MAT-49 


51 Bullets/Clip 
Moderate 
Moderate 


None 


71 Bullets/Box 
hats 
Moderate 


High 


None 


This French weapon was left behind in sub- 
stantial numbers after the war. The 
Vietnamese use it because of its large clip and 
decent overall capabilities. The performance 
of the MAT-49 is similar to many of the other 
submachine guns, but it lacks some of the 
perks that push the others over the top. The 
Swedish K can be silenced, and the PPSH41 
has a larger clip and wonderful lethality. 


The Russians made their own version of the 
French MAT-49; this is that gun. The PPSH41 is 
very dangerous and can do lethal damage 
without delay. Boasting a large ammo box and 
wonderful accuracy, it’s a shame that there 


aren't more of them in our camp. 


Steal these guns from NVA soldiers and turn 
them around on the northern attackers. Ammo 
should be very easy to find, so you don’t need 
to worry about that. 


All in all, the PPSH41 has near-machine gun 
stats with all the usability and ease of a sub- 


machine gun. 


ADDITIONAL WEAPONS 


We don’t see many heavier arms during jungle skirmishes with the VC, but the larger 


engagements with the NVA frequently involve machine guns and greater prevalence of 


explosives. 
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The RPD is a Soviet design. This squad-support 


weapon is a favorite among troops who have 


‘Amnminition 782mm) been able to get their hands on one. The dam- 


Clip Size 100 Bullets/Belt Drum 


a 39e, dependability, and speed of this machine 
gun make it a clear choice for a soldier who has a 


Aca E M lot to do and very little time to do it! 


Although overheating is an issue with the RPD, 
careful firing prevents this from becoming a 
problem. Only use sustained, automatic firing 
when there are several enemies standing very 
close to each other. If there is distance between 
one foe and the next, remember to ease down 
on the trigger and find your target first. 


When crouched or prone, the accuracy of the RPD 
is so keen that it becomes a defensive weapon on 
the caliber of a much heavier machine gun; hold 
your ground during a rush and get into position for decisive fire. One soldier keeping his head in that 
environment can hold off an entire enemy platoon if they charge blindly ahead! 


On the flipside, target enemy RPD gunners first! The weapons are large enough to spot without 
much effort, and fast firing on your part might be enough to save some lives. 


The Type 24 is a Chinese version of the old, 
TYPE 24 es i 4 
British Maxim gun. Primarily used to defend large 


areas from heavy attack, these weapons are not 
Tn ities portable for a Special Forces team. The NVA has 


Special Features Can Overheat 


Stopping Power Moderate been supplied a number of these by the Chinese, 


noes 


so you may have to contend with them (or steal 
their use briefly if the situation presents itself). 


Gunners using a Type 24 can deal stunning 
damage over a wide area in a short time. Do not 
underestimate the weapon simply because it is 
ancient. Unless you can snipe the gunner directly, 
stay under cover and use indirect weapons for 
safer kills. Grenades excel in this role. 


If you find an intact Type 24 and are facing a wave 
+ — ee of reprisals from a VC or NVA force, remember to 
k fire in short bursts, just as with many other weapons. This is more accurate and greatly increases the 

5 k amount of time you can fire before the weapon becomes overheated. Should overheating occur 
E anyway, draw your normal weapon and defend the position with that instead of presenting a juicy 
* _ target without the field of fire to back it up. 

oe t 


afte 


Ammunition | 40mm Grenade 


Clip Size Single Shot 


Firing Modes Fire and Forget 


Stopping Power immense 
Accuracy Moderate 
Special Features Zoom 


MACHETE 


Stopping Power Moderate 


“y 


This venerable anti-tank system has been used wh 
for many purposes since its inception. RPG-7s | 
are effective against light vehicles and 
infantry, as well as tanks. Our enemies have 
them in substantial numbers, especially in 


areas where they have long-term interests. 


These grenades are launched and travel for a 
moderate distance before exploding. Anything ` 
struck before max range is reached causes the” 
device to explode. This makes the RPG a fire 
and forget weapon where you simply aim, 


zoom, and fire. 


Ideal targets for the RPG are Sampans (boats 
that the VC arm and use for patrols or smug- 
gling) and heavy guns. Thick troop clusters 

are suitable, as well, although they are often 


easier to deal with using simple grenades. 
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Machetes are used by the Vietnamese for 
clearing brush, chopping meat, and for 

desperate defense (when needed). A very 
damaging blade up close, the 
machete still isn't practical as 
a soldier's weapon most of the time. 
The blade is heavy and bulky; even a pistol 
is often safer for close combat than a melee 


weapon. 


ne 


SPECIAL ITEMS 


Peripheral weaponry and supplies are also among your tools in battle. Special Forces squads 


must be versed in medical techniques, demolitions, and general weaponry. 


MEDICAL KITS 


Medical kits are essential when you have taken enough damage 
to receive a long-term injury. At that point, your health meter 

| turns from a healthy green to green/yellow, bright yellow, light 

| red, and finally to deep red. After that, death is imminent if you 
| take another serious hit. Medical kits raise your status by two 
ranks (e.g. from deep red to bright yellow). 


These items cannot be taken with you into battles, but they are found among enemy supplies 
and can be used by your soldier without delay (simply walking over them). 


SMOKE AND FLASH GRENADES 


Smoke Grenades distract your enemies and cause some confu- 


sion in their ranks. Although not as powerful for inflicting damage 
in any sense, they can be very effective when used against heavy 
4 gunners and other entrenched enemies. Throw the smoke 
grenade in front of these targets and use the smoke as cover 
while moving into a flanking position or firing a killing shot. 


Flash Grenades have a shorter duration, but are very potent for a few seconds. Nearby enemies 
are so badly blinded, they will be unable to fight or defend themselves properly. 


FRAGMENTARY AND EXPLOSIVE GRENADES 


These grenades kill any of the enemies standing close to the 


explosion. Although the damage drops off quickly after 10 feet 
or sọ, this is still enough of a blast radius to eliminate multiple 
troops if they are clumped together. 


Use these grenades to destroy gun emplacements, kill/disrupt 


troop formations, and to empty bunkers without exposing 
yourself to direct fire. 


AA to stay behind cover while posing a threat to nearby enemies. If you are pinned down, switch 
X to grenades for a way out of trouble. 


C4 is a stable, explosive compound that can be jostled or burned with- P pre 
out detonating. When an electric charge is applied to the unit, however, | J 

an impressive blast initiates. Place C4 charges onto tunnel supports, 
k larger guns, and other important mission targets. 


C4 cannot be used in missions unless specifically directed by your 


commanding officer. You never have free leave to use C4 on a whim 
(as enjoyable as that may sound). 


CLAYMORE MINE 


Claymores use a packed cluster of ball bearings with a shaped 


charge to create a deadly mine. Set to explode by remote or 
through a trip wire, these mines create a delta shape of damage 
that expands outward, harming or killing any nearby enemies 
without touching the allies behind the device. 


Place these at choke points where a major attack will likely 
occur. This produces the most profound casualties and disruption of enemy plans. 


There really are Rocket Pistols out there (it’s quite 
ROCKET PISTOL é . 


a secret, though, so you are forced to buy these 


Aon eee hones = from Deuce in basecamp). Talk to him and ask 


oO 


Firing Mode mete “eee ae about one of these (they cost 40 Chits). The 
ammunition comes at a price, too (10 Chits), so 


ee --+- OOOO —— — ooo aaa, 


Clip Size 2 Rounds/Clip 


eS be aware of what you're getting into! 


Special Features None 
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Once acquired, the Rocket Pistol offers the power 
of a grenade launcher without the sacrifice of a 
primary weapon! That’s a hard thing to underesti- 
mate—you can take a rifle or submachine gun for 
the sustained fighting and still be able to elimi- 
nate heavy guns and bunkers with the time and 
close range of grenades! It’s a good thing that 
Charlie doesn’t have any of these! 


Spend some firing range time with the Rocket 
Pistol to gauge its accuracy—it acts more like 
a pistol than a launcher. That means you must compensate far less with your shots. Once 
you're comfortable with that, begin a mission and see what it does to your enemies. 


Be careful of picking up other small weapons while you have the Rocket Pistol. It doesnt 
serve you well to accidentally leave your pride and joy behind and return home with a Red ; 
Star Pistol instead. 


PREPARE FOR ALL 
EKVENTUALITIES 


Understanding your adversaries and the tactics they use 
is just as important as mastering your own training. In 
Vietnam, this is even more critical because the enemy 
could be hidden within the civilian population; under- 
standing the use of misdirection and surprise will negate 


some of the dangers we face in these situations. 


THE VIET CONG (VC) 


The Viet Cong are based in the south. Many of them are from the very country we are trying to hold togeth- 
er. These Communist forces have been fighting here in Vietnam for decades. They know the land, the peo- 
ple, and have very little fear of going against invaders (even when the other side has more artillery, support, 


and defenses). 


The VC uses explosives, traps, and old Soviet and Chinese weaponry to make themselves 
known. Few of these fighters are military trained—they have never been an official army of 
any sort. These are armed idealists who see us as just another imperial target to be 
removed. Have no doubts that the VC will use ambushes, terrorism, and 
any other means at their disposal to level the playing field. It has 


worked for them before. 


Many of the VC wear very simple clothing. Instead of a military uniform, 
they will likely be dressed as either normal villagers or in the dark, 
loose clothing that they wear for stealthing through the wilderness. 
Too often, you don't know it’s a Viet Cong member until initiative 

is in their hands. That makes it even more important for you 
to practice fast, defensive techniques and safe control of 


unknown targets. 
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You WILL have to enter villages 

of civilians and search for caches of 
weapons and ambush points. While organ- | 
izing the population of the village, be sure to 

bring all people into a central location. Ensure "4 
all targets are visible to your platoon and make 
certain they are carefully watched while a search 

is in progress. If someone does draw a weapon 

or suddenly charge your forces, control fire and 
take down the aggressor. Do not fire on non- 
aggressive members of the village. Doing so will 
not only violate what we are doing here, it will 
probably also turn even more people in surrounding 
areas toward the enemy, making it that much hard- 


er to gain cooperation in finding the Viet Cong. 


As for the traps the VC use, they take more of 
our troops than you might imagine. Pungi 
Sticks, explosive traps, and spikes make it 
dangerous to go anywhere that hasn't 


been swept for such threats recently. 


Small, hidden pits are found all over 
the areas where we patrol. These are 
dug with minute tools during the 
evening hours (most of the time). 
Their inner walls are lined with small, 


wooden sticks laced with human 


offal. Anyone who falls into these pits 
is going to become a combat casualty; the survivors need major medical attention and won't be coming 
back to the front lines any time soon. 


Explosive traps are stunningly common, and are fast and cheap to deploy. Although the VC don’t have access 
to the grade of mines that we do, they do have plenty of grenades and smaller explosives. Used cunningly, 
these are just as effective. Some of them are used with trip wires to set off the explosive in a contained area. 
These aren't hard to diffuse if you see them in time (some of the VC mark the area with a trap to avoid hurting 


their allies—look for a small arrow of sticks pointing toward the dangerous area). 


Spike traps are the least popular of the VC's tricks (owing to the time it takes to prepare them), but the visual 
image of their use has a bad effect on morale. These horrible devices are set between a couple of trees. Anyone 
who steps between them is hit by a 


series of bamboo spikes with enough 


force to pin the victim to a tree. Itsa | cee | i 
macabre sight. Crawl under these traps es i E 4 
to trigger them safely and prevent other $ % 
soldiers from suffering | 


, 


such an awful fate. a berei 


THE NORTH VIETNAMESE ARMY 
(NVA) 


During the French fighting in Indochina, the North Vietnamese 


E 


Army gained invaluable experience in warfare. With Chinese money 
D and weaponry, the north was able to consolidate power and negoti- 
ate for its independence, but the south was still held just out of 
reach for them. The Geneva Accords of 1954 temporarily 
settled the borders and protected Laos and Cambodia from 


Communist attack, but this peace was not to last. 


in the early ‘60s, the NVA was ready to move again, and with great certainty. They knew by that time 
that a political war could win even when a military one could not. With this in mind, they extended their 


actions to take the south out of foreign hands and merge it with the Communist north. 


NVA forces are very dangerous to engage. They have somewhat modern Soviet and Chinese weaponry: 
rifles, grenades, artillery, MiGs, rockets, medical support, infrastructure, and training. It doesn’t put them 


on the same level with our forces, 


SUT 
which have better positioning and ANN 
more reliable supply chains, but they RNG | 


can put a lot of pressure on us. 


In the field, you can recognize the NVA by their light uniforms. The soldiers will engage you with a heavy 
volume of fire. Expect to fight a much more traditional battle against the NVA forces, compared with the 
guerilla VCs. Platoons will need to take territory, eliminate resistance from bunkers and gun emplace- 


ments, and capture artillery and AA points. 


Slower, more accurate weapons are best for dealing with light fighting against the VC, but fast, heavy 
weapons shine in conflicts with the NVA. Larger clips, higher stopping power, and rapid fire are all impor- 


tant traits for this style of combat. Be sure to bring grenades along for bunker suppression, as well. 


All-in-all, your role in engagements against the NVA will be to close with and kill the enemy; stealth and 


observation will not be viable under most circumstances. 
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MILITARY 
PROCEDURES 
| —AND TACTICS 


Jk. 


Although we've already covered enough about the basics of Shel/Shock: Nam ‘67 to get 


you right into the action, hold on for just another minute or two. If you want to master 
the game, there are many techniques that will get you even farther. This chapter reveals 
the tactics that you can use to take on the higher-difficulty modes for each mission, as 
well as what you need to get the highest ratings. 


A 


Because combat is such an important part 
of ShellShock: Nam ‘67, there are several 


levels of expertise that players must pass to 


NR DIP PAs 


Betas 


completely dominate. The following skills 


expand on combat abilities that are featured 


aS RASS 


in the manual, in-game, and in other parts 


of this guide. 


IMPROVING 
ACCURACY 
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Foremost, the key to survival when high- 


: powered weapons are involved is to shoot 
first and score a lethal injury against your 


opponent. Defense is nice and everything, 


but making sure that your enemies don't 


SEIS SA DIS OD NIE ISG 


get a shot off is far more effective. 


CROUCH AND PRONE 


Know when to crouch or go prone. For 


beginners, assume that every engagement 


those two stances. Crouching is a great 
middle ground because of the mobility it 
allows, but prone shooters have greater 


accuracy and a lower profile. 


would be improved with you being in one of 


oy COMBAT SURVIVAL 


For a quick judge of whether to crouch for a 


fight or completely drop to the ground, try 
to determine whether there are more than a 
couple of enemies ahead. If you see only 
one or two adversaries, crouching is proba- 
bly fine; you may need the mobility to seek 


additional targets or deal with surprise 


attackers. 
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However, if you spot multiple enemies in 
the region ahead, go prone and prepare for 
a slugfest. With that many targets, the extra 
time to reach a prone state will pay for itself 
in the faster kills and limited damage you 


will take. 


If you need to.reposition during a firefight, 
do it from your safer stance unless you need 
to cover a huge span. Crawling is extremely 
slow, but it barely disrupts. your aim; ene- 
mies who suddenly break from cover are 


much easier targets to acquire at that point. 


BEADING 


It doesn’t take long to realize that beading 
your target is very effective and rewarding. 
The improved accuracy has little cost in 
time, and it saves quite a bit of ammo to 
take more limited and accurate shots in this 
way. Combine this with a good stance for 
maximum benefits. 


Order this process to save yourself both 
hassle and damage. When you see the 
enemy approaching, choose your stance, 
get into position, then bead; this is the best 
sequence of actions to follow to avoid 
exposing yourself. After taking your targets 
down, remain in your stance, but stop bead- 
ing; this gives you a better view of the 
surrounding area before leaving cover. It’s 
much better than standing up and realizing 


that six VC are on your flanks. 


For the American weapons, the firing range 
is a great place to spend time. Without wor- 
ries of ammo (or return fire), you can spray 
and burst to your heart's content. This is the 
perfect location for learning about accuracy, 
the downsides of automatic fire, and the 
advantages of the various techniques 
described here. Beyond that, you have more 
available weapons than usual, so it doesn’t 


force you to learn only a single large 


weapon at a time. 


SQUEEZE THE TRIGGER; 
DON’T BE GLUED TO IT 


Automatic weapons change the dynamics 
of war, and they allow squads of soldiers or 
even individual members of a squad to hold 
back entire waves of enemy fighters. Yet, 
improper use of these tools can result in 
wasted ammunition; during engagements 
where supplies are limited, that can mean 
the death of forces on our side. It is essen- 
tial for troops to learn fire control. Beyond 
saving ammunition, it limits the number of 
friendly-fire casualties that we suffer out in 
the field. 


By nature, fire accuracy is diminished with 
extended automatic bursts. The weapons 
we use tend to jerk during heavy fire. 
Submachine guns and the Assault Rifle are 
decent for limiting this, but the effects are 
still noticeable. It isn’t intuitive to stop fir- 
ing during a deadly firefight, but long-term 
accuracy improves with bursts of ammo as 
opposed to unrestrained fire. No matter 
how dangerous it seems to NOT be shoot- 
ing, that is exactly what you must train 
yourself to do. 


Bead toward a target. Find the center of 
mass or take the extra time to prepare a 
headshot; once your aim is fully centered, 
take the shot. With most of the weapons, a 
burst of three to four rounds is more than 
adequate. Stop firing and quickly assess the 
effect on your target. Done well, the enemy 
should have dropped to the ground as a 
combat casualty. Choose another target at 
that time and repeat the process. It’s usually 
not a good idea to drag your aim from one 
target to the next with the trigger depressed. 
This wastes bullets, decreases accuracy, and 


has very few positive advantages. 


The only time for fully automatic fire is if an 
entire cluster of enemy troops is rushing 
your position. At that point, accuracy is not 
an important issue. Blow your entire clip 


just to make sure that you aren't overrun. 


THE CROSSHAIRS, A TRUE 
FRIEND IN BATTLE 


The crosshairs have a number of features 


built into them. First off, they identify your 
current level of accuracy. Crouching, going 
prone, beading, and focusing on a target all 
improve accuracy at a visible level. On the 
flipside, running about widens your 
crosshairs, denoting that accuracy is going 
out the window because of the motion. 


Use the crosshairs to get a firm idea where 
a shot will land. There is never a guarantee 
of a hit, even when the hairs are tight and 
the enemy is standing still, but you can 
come close enough to certainty that it’s 
worth pulling the trigger. 


Easy mode features another crosshair indi- 
cator: its color. Normally white, the symbol 
turns red when an enemy is in your sights! 
At very long range and through cover, this 
can make a huge difference. During jungle 
fighting, 


you especially benefit from knowing when 


to fire a burst into a nearby bush. 


Also, machine guns can overheat through 
extended firing. The crosshairs gradually 


change color from white to a pulsing red to 


warn you about this. 


GRENADES (AGAIN) 


Grenades are not complex tools, but there 
are a few fine subtleties to their use. 
Remember that they can be set to explode 
on contact or after a short delay. Contact 
explosions are wonderful against enemy 
squads in the open field; it punishes them 
for sticking together. Delayed explosions are 
nice for use in tight quarters when you may 
need to backpedal just to get out of the 
blast radius! 
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HEALTH 


Having enough health to get through a mis- 
sion is always good for the success of the 
team (it sure isn’t a bad thing for you in a 
personal sense either). If you want to make 
it home, it’s far better to keep that status 
indication green as often as possible. This 
section provides ideas on how to maximize 


your survivability. 


SHOCK AND INJURY 


Your soldier won't take long-term damage 
until an injury occurs that exceeds normal 
limits. This is represented by the shock 
gauge in the upper-left corner of the screen. 
When all three slots have turned red, your 
shock is at its limit and further attacks will 
actually wound you. Once you are taking 
real damage, it won't be long before you 
fall. That makes it even more important to 
control shock and learn when to disengage 
from battle. 


Defense has already been explained. You 
use stances to avoid taking as many hits. 
Still, the enemy WILL shoot at you enough 
times to score multiple hits. During long 
fights, the shock gauge builds as you take 
minor but consistent blows from wild 


enemy fire. If the indicator gets up near 
three bars, it is well past time to seek better 
cover. Regardless of the fight, it may be bet- 
ter to fully defend yourself (by going around 
a corner, a large tree, or anything else that 
provides massive cover). Until the shock 
gauge returns to normal, wait there and let 
any enemies who want a fight come all the 


way to you. 


MEDICAL KITS 


Even using cautious fighting tricks like this, 
damage will come in the form of traps that 
go off, falling, or just bursts of accurate fire 
that land too quickly to be avoided. You still 
fight properly when wounded, but the risk 
of death is high. Medical kits are used by 
the enemies, as well as our soldiers. Look 
for these around the battlefields and pick 
one up to save yourself. If time is not an 
issue, return to earlier sections of the region 
and take spare kits from there (many are 
often left behind because you passed them 
while at full health). 


Many of the traps that our enemies lay do 


massive damage to unlucky soldiers who 
trigger them. Even at full health, you could 
be struck down by a VC pit, explosive, or 
spring trap. Stay healthy by learning the 
signs that traps are near, master disarming 
them when you find them, and stay alert at 
all times. 


Many VC pits and explosive traps are identi- 
fied by an arrow of sticks pointing toward 
the deadly trigger. If you run or even walk 
quickly through a region, without looking 
down at the ground, it will not be easy to 
spot these. Of course, it is quite dangerous 
to stare at your feet all day when bullets are 
flying. The solution here is to look down 
until you hear enemies nearby. VC attackers 
don't often stay near their traps or will at 
least hide until the devices have taken their 
toll. If the jungle is quiet, REALLY start to 
look around. During fights, trust to fate that 


the enemies were worried about,triggering 
their own devices and didn’t set anything 


up in that spot. 


Disarming spring traps is easy because you 
crawl under them (it’s safe and fast). Other 
traps have their own mechanism; a small 
screen appears and you must navigate it 
with a series of controller taps. A red square 
marks your starting point and a check 
shows you where you need to go (the path 
is often convoluted). If you make an error, 
the series must be restarted. This is some- 
what easy, but there is a timer. Move with 
careful speed to avoid getting flustered (per- 
haps by nearby fire). Stay calm and use a 
steady hand. DON'T look at the timer; it 
won't improve your ability to disarm the 
trip quickly and safely. 


At higher difficulty levels, traps do the same 


damage, but detonate much sooner. 


MISSION TIPS AND TRICKS 


Just beating a mission is enough to get you 
through the war, but there are other consid- 
erations. We are trying to win in an almost 
unwinnable situation out here. Success is 
going to require dedication well beyond any 
norm. If you want to find every piece of 
intelligence, every goal, and all of the items 
in each mission, practice is required. 
However, there are ways to make this 
process faster! The road to mastery can be 


enjoyable. 


WHAT TO LOOK FOR 


As we've already stated, beating a mission 
is only the first step in mastering a region. 
Trying to find all of the intelligence and tro- 
phies in the area is the next step (along 
with accomplishing any secondary goals). 
Then, when you really feel comfortable, go 
after medals by beating the mission in 
record time with the maximum number of 
kills, Practice the following skills to get the 
most out of each mission. 


FIND ALL ITEMS IN AN AREA 


Although the walkthrough leads you 
through the game and points out all of the 
items that you need and want, it is 


important to remember their positions on 
your own after doing the mission a couple 
of times. Having to stop and look for the 
location of various goodies will break the 
flow of the game; it’s even more exciting 
once you know where to go and can focus 
on the fighting and dangers of the region 


instead! 


The items to be most aware of are trophies, 
pieces of intelligence, and medical kits. The 
trophies and intel pieces earn you more 
chits for a mission. In fact, going back and 
redoing a mission can earn you more chits if 


you surpass your previous score! 


For the least stressful means of passing a 
mission with flying colors, perform tasks in 
stages. Beat the mission in as minimal a 
way as possible the first time through. This 
will give you an idea of the area, the ene- 
mies, your basic goals, and what to expect. 
A quick run also shows you how many good 
items are off the beaten path by looking at 
what you miss! At any point during a mis- 
sion, the Intel screen will list how many 
special items you have picked up and how 
many are still out there. 


THE SLOW SEARCH 


During your next run, throw time out the 


window and conduct a deliberate search of 
the region. Kill every enemy in every build- 
ing and down every path, then search the 
bodies of each to find many of the trophies. 
Enemies that attack in light water or from 
odd angles are the worst because you can- 
not see the trophies on the ground until 
you're right on top of them. Be diligent and 
look for those hand icons to appear! 


This slow search has other advantages. 
Instead of simply fighting the enemies, you 
will begin to see the lines of sight, fields of 


fire, and other tactical aspects of the region. 


Rather than reacting to enemies, you can 
plan more effective methods of attack. For 
example, many of the heavy gunners on 
Type 24s that you encounter are brutal if 
you aren't prepared. Those guns can take a 
soldier down in an instant of wicked fire. 
However, these emplacements are worth- 


less if approached from the flanks or rear. 


Much of the time, there are ways to get 
around to such positions and skunk the 


gunners without risk. 


Also remember the positions of 98K snipers. 
Upper stories of buildings, raised hunting 
areas, and other covered areas are often 
treasured by VC and NVA snipers. Once you 
know where these shooters are, it’s very dif- 
ficult for them to enjoy the same level of 


protection. Grenades and anti-sniping both 


work to quickly negate such foes. 
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THE FAST RUN 


The fun isn't over once you find all of the 
drop items in a given area. In fact, the best 
part is saved for the end. Even though you 
have all of the goodies and chits, it’s unlike- 
ly that you have the better medals for the 
regions just by going through the first cou- 
ple of times. Extremely fast runs are 


required to receive the medals. 


Because you already have the chits you 
need from a mission, there is no need to go 
after trophies or intel when making a speed 
run. Going after the medals almost 
demands that you don’t stop and take the 
time to snag these, in fact. For a good 
medal, you need the pure mission, its sec- 
ondary goals, and multiple kills. It usually 


takes several tries to get this entirely down. 


The hardest part of receiving the best 
medals is often getting enough headshots 
within the given time limit. Take a weapon 
with high accuracy and power. The M-14 is a 
great choice for acquiring medals. Even the 
98K has its place, as long as you find a 
sniper version of one during a mission. Use 
these weapons to get as many headshots as 
possible; it’s harder to stay alive since you're 


lining up more difficult shots, but knowing 


the levels, its enemies, and those medical kits 


will compensate for most of the trouble. 


The highest awards demand shorter times 
and even more headshots (in terms of per- 
centages). This is primarily a matter for 
practice and repetition. As long as your 
interest and energy remain for a given mis- 
sion, try it several times in a row. These 
consecutive attempts are the best because 
the early runs refresh all of your knowledge 
about the level. Then, with all of that in 
mind, you have the best chance of having a 


run without wasting time on a poor attack, 


accidental trap, or missed opportunity. 


Because you aren't given extra time when 
going for medals in the higher difficulty lev- 
els, it's much wiser to master everything in 
the Easy difficulty setting until you are 
absolutely confident in your ability to get 
medals on a regular basis. Trying to get 
straight into the more challenging modes 
while perfecting, a level is asking quite a bit 


and may lead to frustration at first. 


USING STEALTH 


Once you have several missions under your 
belt, the Special Forces open their arms to 
you. Your character has been in training for 
this the whole way along, really, so it isn’t 
much of a surprise that proving yourself 
was going to get the right type of attention. 


One of the perks of Special Forces work is 
that you learn more about stealth and silent 
fighting. With silenced weapons and a sur- 
vival knife, you can take on certain missions 
in a very different way. Stealth is never 
required in this game, but players may enjoy 
the way it changes the dynamics of battle. 


Once uncovered, you can’t really put the cat 
back in the bag. Enemies will use their 
weapons, creating plenty of noise, and yell 
constantly. Unless you clear a cluster of sol- 
diers, then creep forward again, it is unlikely 
that another attempt at stealth will work. 


Also, some missions just aren't made with 
stealth in mind. When the enemy knows 
that you’re on the way, it’s doubtful that 
they will let their guard down enough for 
any true stalking. Mission briefings and gen- 
eral circumstances quickly clue you in as to 
the viability of stealth—triding into an area 
in a river patrol-boat with turrets screeching 


may limit your options. 


YOUR KNIFE AND YOU 


The Survival Knife is one of the key ele- 


ments to true stealth fighting. If you creep 
up on an enemy soldier without alerting 
them, the knife can be used for an instant, 
quiet kill. Once you have this knife, practice 
stealth techniques until it feels natural to 
move at a rate that doesn’t trigger your 


enemy’s awareness. 


Walking at full speed will get you too much 
attention and simply won't suffice. Crouch 
first, when stealth is needed, then lightly 


press forward. 


Instead of moving at a decent clip, your 
progress is slow. Stay behind cover until 
the enemies in an area are looking the other 


way, then stalk forward and make a killing 


strike! 


SILENCERS FOR THE MASSES 


For times when the distance cannot be cov- 
ered without someone spotting you, try the 
silencers on the Swedish K or a 9mm Pistol. 
If the enemies have time to get shots off, 
the whole thing is a wash, but otherwise 
this is just as stealthy as a knife attack. Aim 
for the center of mass and put several shots 
into each target. Head shots are fine, too— 
as long as you know that you have time to 
line up such hits without placing yourself 
into someone’s line of sight. 


THE ECONOMY OF CHITS 


Chits act as your currency and reward sys- 


tem for the hard military work in Vietnam. If 
someone starts talking about stroking your 
chit, it’s not what it sounds like, nor is it a 


good thing for your spare cash. 


HOW TO GET CHITS 


You accumulate chits through completing 
missions successfully. The better your per- 
formance, the more chits you get. Trophies 
and intelligence items get you chits more 
than anything else, but completing missions 
to get medals (and on higher difficulty) 


increase your chit total, as well. 


Redoing old missions does not yield more 
chits unless you expand on an area of your 
previous performance. In other words, no 
chits will be awarded unless you play on a 
higher difficulty level, get a new medal, or 


find new drop items. 


Beating each of the missions a single time 
nets you enough chits to buy all of the post- 
cards and a Rocket Pistol to spare, if thats 
what you’re looking for. After that, the chits 
slow down quite a bit, and it takes quite a 
while to master the areas and amass anoth- 


er large supply of chits. 


WHAT TO BUY WITH CHITS 


What good are chits if you can’t use them 


for anything? Well, that isn’t a problem with 
Deuce in basecamp. Before starting most 
missions, you have time to purchase various 
goods and services. Talk to Deuce in the 
northeastern part of basecamp and see 
what he has for sale. Everything falls into 
one of two categories (battle improvements 


or recreational enjoyment). 


COLLECTING POSTCARDS 


There are six postcards that you can collect 
during your time in basecamp. Two of these 


can be purchased from Deuce, and the 


other four are gained after getting an R&R 
Pass from him to see the four women who 


are working locally. 


POSTCARD DETAILS 


POSTCARD ITEMS COST OF ITEM WHERE TO PURCHASE 
ED RY Bee ERT aye BBP Fis ROLL PORTS 


APES 
tape 


Édi ha R Á. M Deuce E as A ARI 
Postcard Two 50 Chits Deuce 
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Postcard Four 45 Chits Chi 
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If you're a collector who wants to grab all of 
the postcards, but balks at the price, there 
is a way to cut 25 chits off of the total. If 
you wait until the final. third of the game, 
there’s a mission that has you finish your 
briefing in the rear. Normally, you would 
need the R&R Pass to get there, but not in 
this case. It is even possible to save your 
chits and return to that mission at another 
point to purchase postcards that you don’t 
have yet (perhaps even saving on multiple 
R&R Passes). Good deal. 


Dexedrine purchases give you four tablets of 
the drug to use during the next mission 
(whether you use all four or not, any remain- 
der will be confiscated on your return to 
base, so make them count). Dexedrine push- 
es your soldier further and makes it easier to 


cover distance in less time. The overall 


KEENER ROTEL. 


impact on mission time is usually modest, 
because many missions are time-limited by 


fighting, but some of the more expansive 


levels (including the first), require some darn 


P PERFORMANCE ENHANCERS fast running to achieve the best times. 


DEUCES BLACK MARKET Tamazepam is the item of choice if you re 


making the times and kill counts for the 
COST EFFECT 


tougher missions, but continuously have 
problems scoring enough head shots. This is 


certainly an area of difficulty for many play- 


ers. Choose a long-range weapon and some 


| The Rocket Pistol is a longer-lasting invest- 
— i Tamazepam to improve your odds of scoring 


; ment compared to the drugs, because you 
i those perfect hits. If it isn't quite working 


can keep it around and continue to benefit 


from it. For fast clearing of gunners and out for you, then reset tho meamna 


again to keep from wasting your goodies. 


bunkers, the Rocket Pistol has no peer in 


the game. It is accurate and deadly. 


Although you cannot purchase much 
ammunition for this weapon, it won't take 
many shots during any given mission for it 
to have an impact on your times and 


survivability. 
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CHEAT CODES 


Enter the following codes at the Start 


screen (prior to the Main menu): 
PSYCHEDELIC MODE 


PS2: UP, R2; CIRCLE, LEFT, TRIANGLE, 
SQUARE, L2, L1, CIRCLE, R1 


XBOX: UP, BLACK, B, LEFT, Y, X, WHITE, 
L-TRIGGER, B, R-TRIGGER 


INFINITE AMMO 


PS2: R2, R1, TRIANGLE, L2, L1, UP, R2, R1, 
TRIANGLE, L2, L1, UP 


XBOX: BLACK, R-TRIGGER, Y, WHITE, 
L-TRIGGER, UP, BLACK, R-TRIGGER, Y, 
WHITE, L-TRIGGER, UP 


GOD MODE 


PS2: R3, L3, RIGHT, LEFT, L1, R1, R3, L3, 
RIGHT, LEFT, L1, R1 


XBOX: R-THUMBSTICK, L-THUMBSTICK, 
RIGHT, LEFT, L-TRIGGER,R-TRIGGER, 
R-THUMBSTICK, L-THUMBSTICK, RIGHT, 
LEFT, L-TRIGGER, R-TRIGGER 


y 
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ADD WEAPON 


PS2: UP, DOWN, LEFT, RIGHT, CIRCLE, 
SQUARE, UP, DOWN, LEFT, RIGHT, CIRCLE, 
SQUARE 


XBOX: UP, DOWN, LEFT, RIGHT, B, X, UP, 
DOWN, LEFT, RIGHT, B, X 


UNLOCK MISSIONS & 
PHOTO GALLERY 


PS2: L2, R2, L1, R1, L1, L2, L2, R2, L1, R1, 
R1, R2 


XBOX: WHITE, BLACK, L-TRIGGER, 
R-TRIGGER, L-TRIGGER, WHITE, WHITE, 
BLACK, L-TRIGGER, R-TRIGGER, R-TRIGGER, 
BLACK 


EASTER EGGS 


33 Medals = To score with Nurse Jean 
(boom boom) 


60/64 Medals = To score with Nurse Rachel 
(Boom Boom) 


FROM THE MEKONG 
x TO THE DMZ 


Everyone gets to Nam the same way—green and untrained. If you're lucky, the first few missions 


will be with a squad that knows what it's doing. If you're not so lucky, then you might head home 
sooner than expected (just not standing up). Either way, it's all real from this point forward. No 


bootcamp, no drill instructors, and no second chances. 
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ye MISSION 1: FIRST KILL 


+ + + a 


~- 

x E K There's a nest of Viet Cong resistance by a hill 
: out pretty far from base. Your platoon enters the 
region by chopper. Lieutenant O'Brien leads your 


ot + 


| squad; he has plenty of experience in the field, 
ee of s0 listen to what he has to say. It's your first time 
out; take cues from the other soldiers and learn 
how they operate. It's all about teamwork when 
Charlie makes an appearance! 
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INTELLIGENCE ITEMS 
Ft) On a VC, west of command bunker. 


TROPHIES 
“yy Left side of trail, near bodies of soldiers. 


(3) Left side of hill after ambush, by medkit. 


On VC fighter in ambush, near front. On VC 
Fighter in ambush, farther back. 


“ey On VC fighter, second wave of ambush. 
Fr) On VC fighter, halfway through next valley. 


Behind boulders on left side of trail 
(when you spot fleeing VC). 


At the back of the first tunnel complex. 


(2) On VC during trench fighting after first 
tunnel. 


ey At the back of the second tunnel complex. 


On the gunner just outside the exit of 
tunnel two. 


ey On VC right on entrance to base. 
& On a VC near the fuel dump. 
ot) Above the camp bunker, on a dirt ledge. 
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FOLLOW O’BRIEN 


x 
x The Lieutenant mentions a few tips for skir- 

x mish fighting as the squad walks up toward 
* the hill. True to form, these words of wis- 

dom can keep you alive when things go 


sour! Practice the moves that he discusses if 


you're uncertain of the controls, then walk 


forward with the squad when you’re ready. 
As the trail turns south, Bravo Two appears 
across a stream ahead. They are being 
engaged by VC from the boulders above. 
There is a mortar strike inbound, so keep 
your head down for a second and attack at 
long range in short bursts to score a kill 


while the VC are distracted with Bravo Two. 


SIGNAL 
CORPS BADGE 


5 The first trophy of your time in 
Nam is just ahead. Look on the left 
|| side of the trail as the squad makes 
its turn right. There are bodies from a 
VC ambush, along with a rifle and a Signal Corps 
Badge. The badge counts as a trophy! 


D r strike and still 


sre. Instead of staying back 
can rush forward on the right 


tl and fight the VC while the mortar 
2 landing. This can get you an extra kill 
ave some time. Of course, one 
there will be a crater with 
5 in it, so be careful! 


Continue west as O’Brien explains more There are almost a dozen VC on the rise. 
about beading and fire control. There aren't They have rifles and good positioning, but 
any Viet Cong fighters hiding there, but it they are not organized. Crouch and move 
won't be long before you enter your first forward for a proper firing angle. Put a burst 
engagement. Notice the speed difference of fire into each target that moves forward 
between walking normally and moving from the boulders, and don’t get too far 
while beading a target. Master the switch ahead of the squad. 


between beading and moving for optimal 


Safety and accuracy! 


AFTER THE 
‘ 
FIGHT 


Several trophies are on the 
ground, dropped by those who 
= fell during the engagement. One is 
on the left side of the hill, near the 
box of medical supplies (this SRV Pennant has 
a fixed position). You'll find a couple more on 
* VC, normally near the hill itself. 


Another VC on the path that continues through 
the valley has a Signal Corps Badge. Take his 
and another trophy from an ally of his just a 
few steps further up the hill. Be aware that 
the enemies might not appear at the right time 
if you miss some of the fighting during the 
rush up the hill, causing you to miss a chance 
for a trophy. 


The fighting continues (to a lesser degree) 
farther down the trail. Advance while picking 
up ammunition. There are enough discarded © 
weapons that you are free to test any num- Ve 
ber of VC and US arms. 7 


DESTROY VC TUNNELS 


Resistance should die down for a moment. 
The VC are pulling back to somewhere 
uphill. Shoot any that you see because they 
will reach entrenched positions very soon. 
Make a slow approach and be ready to leap 
for cover. Everyone in your squad will be 
pinned when they enter the flat plateau on 
top of the hill. The VC are there in fair num- 
bers (many coming out of the tunnel on the 


northwest side of the area). 


> COMMUNIST 
FLAG 


Stay left after you spot the two 
VC running southwest. Mao's Little 
Red Book is hidden behind, which is 
a worthy trophy for any hunter! 


= 
sem 
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‘or a short and aggressive victory, sprint 
at ad toward the boulders near the front of 


plateau. These can protect you from the 


vy gunner on a Type 24 near the tunnel. 
uch behind them while dealing with the 


HEAVY 
MACHINEGUNS 
AND YOU 


This is not the only time you will see heavy 
machine guns in action. Indeed, many of your 
encounters in the future will be dogged by these 
deadly tools. Unlike many lone VC and NVA sol- 
diers, there is no simple way to charge down these 
guns (most of the time). Once an enemy soldier is in 
position, he can simply outgun anyone in your squad 
or everyone at once. 


Advancing with cover into grenade range or to a 
flanking position is the key to destroying these 
emplacements. It was true here, and it will be true 
in the future. Since a checkpoint is close, it's a 
good experiment to see what happens when 
you take on a gunner directly, but it's not a 
pleasant experience for your organs. 


Finally, aim high if you're trying to shoot 
a gunner from the front. The gun itself 
will get in the way of more bullets 
than one might expect. Try for 
a headshot. 


FITTING 
REWARDS 


There's a lucrative trophy 
inside the back of the first tun- 
= nel! If you need medical attention, 
take the kit from that area, as well. 
A few more trophies are outside. 


Search the trenches after the next engage- 
ment. A VC was carrying a Soldier Star (nor- 
mally left in the trench). There's a VC with an 
Officer's Star on the right side, too. One of the 
fighters had a book to take. 


Another copy of Mao’s Little Red Book is near 
the supports of the second tunnel system. At this 
point, you should have 11/15 trophies collected 
if you're trying to get everything in the level. 


A second tunnel requires your loving atten- 
tion. Fight the VC that have poured out of 
that tunnel; they hole up in some small 
trenches, but aren't very dangerous ene- 
mies. Hurry into the tunnel after breaking 
through the initial rush of VC. Enemies come 
from the tunnel and from the hill above until 
the network is destroyed, so stay outside 


only as long as necessary. 


Shoot any of the VC that remain in the tun- 
nel (there are usually several) while making 
your way to the rear of the complex. 
Another support area is there; use your C4 
to demolish it, then return to the trench area 
for a moment. Collect trophies there and 
take any medical kits that you need to 
restore your health. When all is done, climb 
the ladder inside the tunnel complex to 


reach the top section of the hill. 


A lone VC guard waits at the end of the path 
above—facing the wrong way! Your squad 
will likely have removed this resistance 
before you arrive, so the tunnel is now 


entirely clear. 
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DESTROY THE VC BASE 


A Viet Cong base is on the other side of the 
tunnel system. There are two AA guns, offi- 
cers, a fuel dump, intel to find, and multiple 
enemies to pacify. This is a major discovery; 
your squad can really make a difference 


here if they act quickly. 


Come out from the tunnel and turn slightly 
left. A heavy machine gun is set and ready 
to be used there. Kill the man near that gun 
immediately so that he can’t grab the Type 
24, then hurry to assume his position (it is a 


fairly defensible spot, despite what just hap- 


yy pened to its owner). Take the VC's trophy 


and shoot the other fighters in that area. 


~ One of the AA guns is on the western side of 
the clearing (with a med kit by its base). Use 
C4 on that to prevent any more Hueys from 

going down in the area. There is another gun 


at a higher position, but this is a good start! 


A section of jungle to the SW now has to be 
cleared. Most of the VC base is hidden in 
there, and even now there are clearly 
sounds of Viet Cong preparing to repel your 


squad. Luckily, there is also the approaching 


whir of helicopters on the fetid, jungle wind. 


THE LAST 
FEW 


\ 3 The heavy machine gunner just 
—=* outside the tunnel has a Regular 
| Soldier Star for you to collect. There 
arent any more trophies until you 
pass into the jungle; another Regular Soldier 
Star is on a VC right of the entrance. To com- 
plete the triumvirate, steal a third star from a 


VC at the fuel dump. 


The most interesting trophy in the jungle is a 
PAVN Pennant down the left path, farther along. 
It's up on a small rise near the command bunker. 


Good news comes swiftly as your team is 
joined by some of the Special Forces men 
from base. In the chaotic assault on this 
base, it really helps to have their experience 
on your side. VCs flank the entry point of the 
base. Crouch and turn left to eliminate the 
closest threats, then pivot and fire on the far 
attackers. This gives you the elbow room 


you need. 


Just a few feet down the right path is a 
cleared patch where the second AA gun is 
hidden. Blast it with your final C4 charge, 
then continue moving roughly west until 
you see the fuel dump. The barrels of 
refined oil are guarded by a couple of VC, 
but the ones standing by the barrels won't 
look so handsome after you shoot the explo- 
sive containers! This takes care of the dump 
in one fell swoop. Only a couple more VC 
remain on the side—they have goodies, so 


be sure to search their bodies. 


Fight the VCs down the eastern chain to 
reach the command bunker, where the high- 
est-ranking officer in the area is hiding. The 
Special Forces team will try to capture the 


officer alive for interrogation. 


IN PEL 
GOOD TO KNOW 


West from the Command Bunker is a wooden 


structure where some fighting has occurred. 
The Special Forces team will likely have 
cleared some of the spot before you arrive. 
Search the bodies near the structure to find 
some hidden intelligence. 


The base has now been entirely cleared. The 
AA guns are silent, the VCs are dead, cap- 
tured, or routed, and you have both trophies 
and intelligence to bring back to your camp. : 
The smell of grease, petroleum, and sweat 
are heavy in the air, but you made it through 


your first fight in Nam. 
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MISSION 2: 


HEARTS AND MINDS 


Your commander has a two-point mission that you and the squad must accomplish. First, there is a 


local village that may have been lending aid to the Viet Cong forces in the region; that has to be 
investigated and stopped. Second, a western 
journalist went into this village recently to get 
the real story on how things are in Vietnam. It 
seems that he found more than just his story. 
The VC are holding him somewhere. We don't 
think that they have gone far, so there is a 
chance to rescue the journalist before they 
decide what to do with him. 
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On a VC ambusher in the first 
tier of rice paddy fighting (1 of 2). 
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hah: Pe 2) On VC ambushers in the third tier of rice 
In the cave behind your starting position. (2) alae . sc | 
paddy fighting. | 
| 


On VC ambusher in the first tier of rice 

ey paddy fighting (1 of 3). ey In the Type 24 gunner's hut. 

D On VC ambusher in the first tier of rice 

paddy fighting (2 of 3). 

Fr On VC ambusher in the first tier of rice 
paddy fighting (3 of 3). ey (4) With VC fighters guarding the journalist 

ey (3) On VC ambushers in the second tier of 

rice paddy 


D inside a hut on the northeastern side of 
the village. 


fighting. 
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ADVANCE TO THE 
VILLAGE 


Once on the ground, you receive word from 
basecamp that the VC have placed several 
traps in the area over the past couple of days. 
Be on alert for these dangers. You are just as 
dead if a trap kills you as you would be from 
an NVA artillery strike. Watch the ground and 


the trees, then listen when Monty gives you 
warnings about the dangers of each trap; he 


knows what he’s talking about. 


A LONELY 
TROPHY 


The cave behind your starting 
position has a body from a previ- 
ous encounter, along with a Greaser 
and a PAVN Flag. Don't spend long 
in there before returning to your squad. 
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Ahead on the trail, Monty finds a pit with a 
US soldier’s body inside. Although this trap 
has already been triggered, there are proba- 


bly others still set to spring. Stay in the mid- 
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dle of the squad and follow orders as the Y 


group proceeds. After some spring trip 
issues, the squad stops and you are asked to 
defuse your first grenade trap. You're free to 
do this the slow way, by creeping up and 
defusing the trap entirely; or the fast way, by 
beading on the grenade with a rifle and 


shooting it at range. 


* 
* 
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Once the path is mostly clear, the squad 
continues along the trail. Pit traps are 
marked with grass and straw over their 
mouths. Do not step on these; even when 
exposed, most of the pits are dangerous, so 
it’s best to simply avoid them entirely. A VC 
ambush breaks just a few steps ahead, with 
enemies on the rock ledge above on the 
right. More come from the path, so stay 
behind cover on the left side to avoid being 
flanked. 


The fighting won't take very long, then it’s 
up the path for another minute. Monty stops 
when he detects more nearby traps. He 
wants you to get more experience with trap 
busting, so it’s on your shoulders again. This 
is another grenade trap, but the wire is hid- 
den in the grass this time (much harder to 
detect). Remove the grenade from the right 
side of the trap, but watch yourself because 
the VC have another attack ready. They 


won't hesitate for long once their trap fails. 


After the first group of VC falls back, Monty 
becomes suspicious. You should be, too; it 
feels like you are being led into something. 
Don’t be drawn forward recklessly. Crawl 
down the center of the path and trigger the 
spring trap placed by the VC. The device will 
fail to harm you, and the VC attack again. 
With the full might of your squad brought to 
bear against them, it won't be a lengthy 
engagement. If you’re injured during any of 


the fighting, take the medical kit from the 
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ELIMINATE VIET CONG 
E 


DEFENDERS 


The rice paddies outside the village are tend- 
ed by a number of unarmed peasants. Do not 
fire on this group as they are no threat to you. 
However, beware of Viet Cong lying prone 
several tiers up the hill on your right. Prepare 
for them by equipping a long-range weapon. 
Stay on the left side to avoid the Type 24 in 
the small hut, then fight your way up the hill 
and toss a grenade into the hut or make a 


flanking snipe to eliminate the gunner. 


Another wave of attackers comes into the 
paddies from a western ledge. Fight that 
small cluster, then climb up the eastern tiers 
as two more squads of VC arrive. These ene- 
mies are laden with trophies and a couple 
pieces of intelligence, so search all of the 
bodies. It’s hard to see where people fall in 
the rice paddies, but there are some visual 


remnants if you look closely. 
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: SERIOUS 
LOOT 


The Viet Cong in this area 
were well decorated. It takes a 
à few minutes to find and search all 
of the bodies that fall in the rice 
paddy, but the eight trophies you acquire make 
the effort worthwhile! Three of the trophies are 
along the tier where the first group of VC pop 
up. Five more are closer to the top of the paddy, 
from the final two waves of Viet Cong that 
come out from the village to fight. 


INTEL 


ACQUIRE THE INTELLIGENCE 


Search the bodies of the first group with extra 
care. In addition to the trophies, that squad of 
VC also hold both of the intelligence items for 
this mission! 


SEARCH THE VILLAGES 


There are several chores to do once the VC 
defenders have fallen. Enter the village and 


search around; there are two sides to the vil- 


SARE eae 


lage, one east and another west. The western 
side is smaller. Gather the two people there 
(approach them to make them move east 

toward the village center), then destroy the 


large bale of hay in one of the open yards. 


Use grenades to get the job done quickly. 
There’s a cache of weapons beneath the 
hay—as if there was any doubt the Viet 
Cong had an interest here after all of the 
traps and firefights! 


%e There are several more bales of hay on the 
* eastern side of town. Destroy these while 
: rounding up the villagers who often stand 


near them. The tall house on the eastern 


edge of the area has a massive cache in its oz x 

backyard. The VC were hiding explosives ml iy at 
y g exp Kai iT AN W 

here, preparing for some nasty ambush. To “ * Where iS his Gay Goi h 

sum everything, there are two villagers in %, a inc) faa! i a iges 

the west and another pair in the east, along ground PETEK GR spri v A ; 

with one bale of hay in the west and three i casually follow | him back to the builc 


more in the east. 


į the path. You ssed that hut earlier while z 
roac ym TRUAS Pa 


Return to the village center once all of the 


peasants and caches have been found, then 


help chase down the guy who makes a run | $ 
for it. If you shoot the villager instead of run- £ MORE 
ning into him, the rest of the people will l ; TROPHIES 


, 


attack your squad (assuming they’re next). If EE 
The remainder of this mission's 


N 
4 
this happens, you must defend yourself in a a trophies are not far from your 
| grasp. One is back in the Type 24 
gunner’s hut. Go around to the west- 
ern exit from the village and take the gunner's 
Ho Chi Minh Flag. Another flag is within vil- 
lage limits; search the huts in the northeastern 
section. Another hut has a Specialist Flag. 


regrettable manner. Try to capture the vil- 


lager to avoid this situation. 


Finally, there are four trophies on the squad of 
Viet Cong ahead. Before saving the journalist, be 
sure to search his captors for these quick treats. 


Once everyone is back in the village, hopefully 
without any fighting, the people tell you where 
the journalist is being held. Monty says it’s 
nearby, in a hut guarded by the VC. A trail 
leads roughly southeast from the tall hut. A 
grenade trap is strung across the way and can 
be difficult to see, but once found it is easy to 


disarm with a rifle shot or traditional methods. 


Just beyond, four Viet Cong guard the hut 
where the journalist is kept. You can even 
hear the man yelling for help once the fight- 
ing begins. Snipe one or two of the guards 
before they know you're there. The squad 
then flies into the clearing and finishes off 
the rest. After collecting all of the trophies, 


walk into the hut to escort the journalist 


back to safety. A fine job, soldier. 


y MISSION 3: FORT ASSAULT. 


“A platoon of marines was fighting earlier in the Ban Chere Valley, by one of the old French forts. 
Enemy resistance was well beyond what our intel was suggesting, and the platoon has been cap- 
tured. Some are dead, but the rest could be held inside the fort. We don't leave people behind, so 

| your squad is going in to save the marines and take down remaining enemy forces in the area. 
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TROPHIES 


Held by an attacker in the ambush after 
the first checkpoint. 


By the mortar crew above the large valley. 


Ze On a soldier in front of the heavy guns. 


With the assistant gunner inside the 
first bunker. 


(2) On the gunner on the upper floor of 
second bunker. Behind grenade trap on — 
lower floor of second bunker. 


By the ladder up in the left bunker, at 
the hardpoint. 


On the floor of the right bunker, upper level. 


With the right Type 24 gunner in front of 
the fort. 


ey (2) On NVA soldiers near the front of the fort. 


REINFORCE BRAVO 2 


Bravo 2 has gone in ahead of you and is 
already engaged with the enemy. Move for- 
ward through the valley and cautiously 
approach the lines of trees along the path. 
This time you won't be facing the Viet Cong. 
Instead, the enemies hiding in the woods are 
members of the North Vietnamese Army. 
Although there are a few VC in the area, most 
of the targets here are soldiers. For now, at 


least, there is no sign of heavy weaponry. 


Use normal tactics and fire control to clear 
the woods before turning east. More sol- 
diers are there, and some of them are sport- 
ing Russian RPDs. Be sure to fire at those 
gunners first—and don’t spare the ammuni- 
tion. If you feel that your own firepower is a 
bit limited with the Assault Rifle, steal one of 


the RPDs and use it for the upcoming battle. 


Str) In the central room, second floor of the fort. 


ty At the top of the fort's left tower. 


Inside the room with NVA troops and 
intelligence at the back of the fort, 
second floor. 


INTERIOR TROPHIES 


Inside the dungeons, second room off the 
main hallway (a pennant behind a table). 


ey On the pair of soldiers who guard the hall. 
ey In the corner of the third room. 
ey On a jailor, at the back of the POW hallway. 
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BEFORE YOU 
LEAVE 


After finishing off the mixed 
soldiers and their few VC allies 

in the woods, search thoroughly 
until you find the lone trophy in the 


ranks. It's easy to miss this one, but having all 
18 trophies from this level is a heck of a 
reward down the line! 
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* Bravo 2 is farther east, but the fighting starts 
> to get quite heavy. Run east and get near the 
cliff wall before the enemy mortar team 
above realizes you're approaching. Use a 
grenade to thin their ranks, then turn up their 
hill and eliminate the group. From there, the 


view of the area ahead is quite good. 


themselves. Heavy guns and overwhelming 
numbers are just waiting for your squad to 


attack. There must be a better way! 


* 
* 
* 
* 
a ae Unfortunately, the enemies have entrenched 
* 
* 
* 


UP BY THE 
MORTAR 


There arent many trophies in 
this region. The first is with the 


g 


à mortar crew and can be taken either 
during the fighting or later on (after 
your squad has taken care of business here). 


Another soldier, out in front of the heavy guns, 
has a trophy for you. This one is certainly easi- 
er to get after the guns are down. 


The assistant to the gunner in the first bunker 
has a trophy. The gunner in the second bunker 
has yet another. On the first floor of that second 
bunker is a grenade trap with a quick piece of 
loot, as well. 


The best way to proceed is to outflank the 
enemy and approach their heavy guns from 
behind. Retreat slightly and creep through the 
swamps. These murky waters lead north, 
around to the rear of the bunkers. Only a few 
soldiers and some grenade traps guard most 
of the approach. When the wave of fire starts 
to heighten (mostly because of a Type 24), 
rush for the downed chopper ahead and use 
it for cover. Take care of any final guards 
while staying away from the machine gun, 
then advance using the tree in front for pro- 
tection. The gunner won't have a line of sight, 
and you can easily get into grenade range. 


You must use a grenade here to blow open a 


path through the tree barricade. 


Climb up the hill where the rocks are locat- 


ed, then slip into the back entrance of the 
first bunker. Shoot the assistant before he 
can retaliate, then line up a splendid shot on 
the gunner himself (who won't normally 
turn around because he can’t hear anything 
over the machine gun’s roar). Grenade the 
gun itself to ensure that no one can use it 


after you leave. 


The second gun is out in the open, just a tad 
southeast from the bunker. Throw a grenade 
from cover to destroy the gun and the sol- 
diers standing near it. What seem to be infi- 
nite reinforcements rush in from the north- 
east, so don't stay to fight. Spring for the 
bunker entrance to the south and get inside 


before the damage mounts. 


The first floor of the bunker has a medical 
kit, a grenade trap in the corner (hiding a 
trophy), and a ladder up to the gunner’s 
post. Climb up and toss a grenade at the 
poor sod to solve two problems at once. 
Taking the third gun down clears the valley 
for your squad to advance; this also routs 
the NVA and stops the reinforcements from 


charging down from the fort. 


INTEL 


Extra Headshots 


Places that have reinforcements offer as many 
kills as you want to score, so long as your 
health and ammunition hold out. Because entire 
squads come down into the valley from above, 
you can camp there and score multiple kills and 
headshots without some of the normal risks. 


Leaving the second gun and destroying the two 
bunker emplacements is great for this because 
the external gun is so vulnerable. If you start 
having trouble with the incoming NVA, blast the 
final gun and the flood will cease! 


Dr ý ka; 
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THE DEADLY 
APPROACH 


There is one more hardpoint to pass before 
your squad can assault the fort directly. 
Climb the eastern path and move forward 
while pacifying light resistance. These sol- 
diers have been abandoned, so they won't 
have support or much in the way of heavy 


weaponry. 


The hardpoint comes in the next valley over. 
Two massive bunkers, perhaps left from the 
French occupation, are manned with heavy 
machine guns and many soldiers. The lieu- 
tenant calls in an airstrike against the 
bunkers, but the napalm just isn’t enough to 
weed out the NVA here. Those bunkers need 
to be destroyed from the inside out! 


INTEL 
Haste Isn't Always a Bad Thing 


If you wait for the airstrike to end, the NVA will 
come back into the field and rush your squad. 
This makes the approach extremely dangerous, 
time consuming, and difficult. Instead, slip 
along the right flank of the valley as the 
airstrike comes in. You won't be hit by the 
napalm, nor will enemy fire be an issue. As 
soon as the strike ends, sprint between the 
bunkers and into the left tunnel. Simple! 


THE SECOND 
BATCH 


we Both of the bunkers out here 


—s have trophies for you. The left 
= bunker has one by the ladder, past 
the gunner’s room. The second floor 
of the right bunker has Mao's Little Red Book. 


Up the trail, there's a trophy on the right gunner 
in front of the fort. 


Once inside the left bunker, sneak into the 
first side passage and plow the first support. 
This protects you from at least one side. 
Next, crouch and slowly move toward the 
gunner’s room along the main tunnel. There 
are several soldiers in there, and they’re car- 
rying some decent hardware. Don’t rush in! 
Take each person down when you see them, 


and let any stragglers come to you. 


Look for the ladder leading down from the 
gunnery room. A soldier is waiting at the 
bottom; snipe him before descending. The 
corridors below lead all the way back out if 
you walk straight, but take the passage on 
the right to reach the other support tunnel. 
Blow that apart, then walk outside again. 


Search the bunker on the right if you want 


another trophy and a chance to be thorough. SIEZE TH I FORT 


There’s a flamethrower inside, so here’s 


ee There are two gun emplacements comin 
your chance to see that weapon in action if g p g 


up. Stay on the left wall of the path and 


you're so inclined. 


don't leave cover. The gunners don’t have a 
great angle on you; use that for easy sniping 
and they won't last long. The engineers have 
a run on the door, but the man they send 
doesn’t quite make it. Grab the C4 from the 
fallen engineer and take it to the main door 
of the fort. Use the C4 and head for cover. 
That spells the end of the easy times for the 


NVA. No more cover, heavy guns, or support 
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for them. Rip ‘em down the middle. 


ia 
— 
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; ; There’s a medical kit by the righ nner th 
Another gunner moves into the semi-natural ph Sie d it by the right gunner that 


barricade at the top of the hill between the yeu fought outside. Use it if needed, ME 


bunkers. He's alone, but still keeping the move into the fort proper. NVA forces infest 


engineers of Bravo 2 from reaching the top. aye ere D! the fort: much of the Aaa 


3 takes place at close range and sometime 
Use the boulders for cover, then snipe the p g 5 


; : from two sides. Stay mobile an for 
gunner or grenade him. The engineers won't y. d opt fo 


2 speed over accuracy. Clear the front rooms, 
take long to blow the trees and rocks into p y ont rooms 


then search the upstairs area on the right for 
more manageable obstacles. In a moment, 


a 
the fort will come into sight! extra trophies 


The door on the far side of the compound has 
stairs leading up. Take these and kill the sol- 
diers waiting in the room on the right. There 
are Secret Documents on the table where the 
officer was standing—acquire them to accom- 
plish a secondary goal in this mission. You'll 
also find a PAVN Pennant here. 5 


SEVERAL 
FLOORS OF 
TREASURE 


The first two trophies inside the 
fort are close to the front. Fight the 
NVA soldiers who guard the area 
and search their bodies. 


oe 
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The central room above the entrance has a Ho 
Chi Minh Flag, and a Signal Corps Badge is on 
the third floor, above the central chamber on 
the left side (if you were facing the keep from 
outside). 


When taking the documents from the NVA offi- 
cer at the back of the building, look nearby for 
a PAVN Pennant. 


The route into the bowels of the fort is awk- 
ward because of the NVA’s activities here. 
Stay on the second floor and leave the main 
room via the left exit. Walk through to the 
room on the left and follow it back to a 
chamber with a destroyed floor. A ladder 
has been placed here that stops on the first 
floor (where a staircase lowers into the dun- 
geon area). Before climbing down, kill the 
two soldiers who patrol the first floor— 
having them shoot you off of the ladder 
would be a bit painful. 


A TIMELY RESCUI 


4 


The bottom of the fort is a dungeon in every 
traditional sense. The NVA has no qualms 
about using the dungeons to conduct the 
gruesome tasks for which they were origi- 
nally made. As with the combat on the first 
floor, use mobility to keep yourself safe. 
These short ranges demand fast responses 
more than accuracy, and six shots will put 


anything down if you come even close. 


Three soldiers guard the main hallway and its 
adjoining rooms. Slay the first outside the 
entrance to that passage, then wait for the 
other to come from farther down. Take the tro- 
phy from one of the pair, then search the near- 
by rooms for more trophies (the second and 


third rooms of the hall have items to take). 


The room on the right, at the end of the hall, 
also leads deeper into the dungeon. More 
guards are up once you reach the POW cells, 
but there aren't enough to pose a serious 
threat. Take the single trophy from the 
jailors, then break down the doors to the 
cells and free the three POWs. They say that 
their lieutenant was taken away for torture. 
He must be in another chamber. 


2 NO REASON 
TO BE POOR 
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: While conducting the rescue, 
d snag the SRV Pennant from the 

\ second room off of the main hall- 

-~ way. Look in the far corner, as the 

pennant can be hard to see. 


Another trophy is on the pair of soldiers who 
rush to defend the hall. 


The third is a Medical Badge in the third room 
off of the passage. 


Finally, the jailors by the POW’s hallway have 
a trophy, too. 


thing could have been much worse, eh? 


Continue past where the jailors were stand- 


ing, and fight the final group of guards. They 
are stationed near the two sets of metal bars ` 


that separate the two sides of the dungeon. 
One door is open here, but the other is 
locked. Use a grenade to both injure the 
nearby soldiers and destroy the door. 
Having that area free will be useful during 
your eventual retreat. 


Walk to the far end of the hallway and into 
the rightmost doorway. The lieutenant is in 
there, but he has really been worked over. 
There just isn't a chance to save him. Before 
the officer dies, he gives you some very 
important and pertinent information. It’s 
time to leave the fort—quickly. 


Return to the other side of the dungeon via 
the door you blew open. Race to the stairs 
and up to the first floor. Instead of climbing 
the ladder there, blow that door open and 
hurry out into the courtyard. It’s a simple 
route from there to the outside. The whole 
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ye MISSION 4: NIGHTWA 


The fort is entirely under US command now, but 
much of the defensive structure has been 
riddied with holes and internal damage. To 
make things worse, an entire NVA battalion 
seems to be moving into the area in an attempt 
to retake the fort and drive your people out. At 
least you have an entire pile of ammunition to 
use with the remaining Type 24s that the NVA 
left behind. You'll need it. 


INTELLIGENCE ITEMS 
A sheet of papers on an officer from the 
early wave of attacks. 


TROPHIES 


(5) On the bodies of attackers from (4) With the mass of attackers who charge 
the first two waves of attacks. the radio room. Search the lower entrance 
. Search the field outside the fort. to that section and the courtyard beyond. 
| (2) Near the bodies of attackers from In the cluster of soldiers around 
the third wave of attacks. Search the the rpg man. 
field outside the fort. (2) In the cluster of soldiers around 
ey the rpg man. 


F At the bottom of the right staircase, on a soldier. 


DEFEND THE 
FUEL DUMP 


Get on the Type 24 and take care of the right 
flank. The other soldiers will be watching 
the front of the fortress in case anything 
gets through. Fire in short bursts to keep the 
weapon as cool as possible, but lay down 
heavy fire when entire squads try to bum 


rush your position. 


At times, NVA troops will move around to 
the right and take pot shots at you. The 
machine gun can only swivel around so far, 
and these targets may be out of your attack 
area. If that happens, clear any current ene- 
mies and use your M-14 to do the job 


against the sniper. 


BETWEEN 
RUSHES 


Seven trophies will drop out- 

side of the fort during the three 
waves of NVA attacks. You won't 
have much free time to do anything 
out there, but those trophies are obtainable. 
Wait until after the checkpoint; another brief 
rush passes and the lieutenant will say, “We 
beat them back.” 


— 


K 
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That's your cue to run out and get the first five 
trophies in relative safety. When you return, 
stay on the machine gun at the front of the fort 
instead of the side one where you started. Hide 
behind the wall during the upcoming mortar 
attack, then make a second dash to steal two 
more trophies the very moment the last mortar 
shell lands. 


INTEL 


SOMETHING ELSE OUT THERE 


Also out in the field is a set of papers. These are 
on one of the officers who fell during an early 
rush. It isn't one of the easier things to find in the 
dark, but look for the somewhat lighter object 
mixed in with the clips, weapons, and bodies. 


The third major rush will be with heavier 
squad activity and sappers, as well. Sappers 
are brave and desperate enemies who are 
carrying a package of high explosives. 
These crazy attackers will rush toward vital 
points and detonate the explosives at point 
blank range. The fuel dump is one target, 
but they will be plenty happy to take you 


out if you get in their way. 


Aim for areas where major groups of sol- 
diers will pass and let them come into your 

field of fire. There are very few good ways to 
approach the fort, so this is entirely feasible. 
Use extra time and attention to ensure each 
sapper’s death, then pull away from the guns 
when the mortar shells start falling. 


Sometimes retreat is the only victory. 
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d in their way. Sappers are 


d in targets of opportunity. If you get 


and his target, the wounded fel- 


and just set things off. If y 


ou 


| 


THE PRIMARY RADIO 
IS WASTED 


Everyone except the lieutenant is falling 
back to the secondary radio. Without sup- 
port, this battle is over and the squad is 
going to suffer maximum casualties. The 
other radio is back in the rear of the fort, on 
the second floor. Move all the way to the 
radio first, to make sure the message is sent, 


then get ready for the big rush. 


Take a defensive position facing out the 
doorway down on the first floor. Aim well 
and pop every NVA soldier who tries to 
come through the front gate; zoom in with 
the M-14 to hit targets before they can see 
you. There is a medical kit in the lower floor 
beneath the radio room. Use that if you are 
injured during the firefight (another one is in 
the side room upstairs where the secret doc- 


uments were stashed earlier). 


If your position starts to become overrun and 
several NVA soldiers get through the door- 
way at once, fall back several feet around the 
corner of the staircase. This will make the 
soldiers come to you again, returning the 
defender’s advantage. The only downside is 
that sappers will be able to come closer 


before entering your line of sight. 


UNTIL 
EME NTS 


After 20 or so soldiers have rushed the room, 
word comes back that choppers are in the 
area. Reinforcements are so close you can 
smell them, but none of the birds can land 
while RPG soldiers are covering the fort. 
Four of the NVA troops have RPGs, and the 


place is toast if you don’t take them out. All 
of these soldiers will appear on your com- 


pass, so finding them won't be the problem. 
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EIGHT FAST 
TROPHIES 


3A Before hunting the RPG-wield- 
“5 ers, sniff around the room and the 
courtyard outside. There should be a 
number of trophies from the fighting. 
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sion with the M-14 at this: joint, but th: tis 
» the easigstyvy to get by. If the 1 


Greing proble sal an y RPD from one'of fhe, x Once you find four trophies, go back to hunting. 
„NVA soldier jld the doorway with'that. ~ 
R A clip to sustain ~ Three more are on the RPG men upstairs and 


2S, V hile the M-14 , their defenders. Once those foes are down and 
ess youraccuracy the trophies are in hand, walk down the stair- 

o case on the right and fight the guards there for 
the finishing touch. One of those men will have 
what you need, finishing the quest for all 15 
trophies on this challenging level! 
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_ Choose your favorite weapon from the piles 


| on the floor, then climb the staircase. From 
į the second floor, travel toward the front of 
_ the fort. There are fewer enemies up on the 

K ledges, and it won't be quite as dangerous. 
lt doesn’t matter whether you take the left or 
= right path, since both lead to the central 


` room. Several soldiers are there, including a 


_ couple of the RPG men; grenades are quite 
_ useful here. Clear the room then grab health 


from the tower in the upper-left, as needed. 


The other two targets are on the lower floor 
most of the time. Slip down the staircases 
and come out behind them. Because these 
soldiers are assaulting the place, they may 
be a tad off from these locations, but it 


won't be too much of a problem. 


The Special Forces team comes in to help 
clean up the rest of the NVA attackers once 
the way is clear for the choppers. The mis- 
sion will end as soon as the last enemy falls, 
so use this time to collect a few final tro- 
phies. With all guns silent, the choppers will 
bring in medical teams and supplies so that 
the wounded can be saved. Think what 
would have happened if you had lost the 
fort; all of these men would have been cap- 
tured, in some cases for the second time in 
a week. The lieutenant’s vigilance saved a lot 


of people. 
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MISSION 5: 


GETTING SPECIAL 


Starting out as a Grunt, you always knew that 


Special Forces was where you wanted to end 
up. Now it's time to prove that all of the training 
and extra practice was worth something. This 
mission isn't just for the war or your friends. 
This is about proving something to yourself. 
Hold that Survival Knife steady—you're going in 
alone on this one. 
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INTELLIGENCE ITEMS 


In the cluster of soldiers guarding the left On a soldier by the beach scaffolding 
passage, inside the cave. (he usually stands in the water). 


TROPHIES 
near the grenade traps. 
Fo On the second guard, just down the beach. With one of the two guards just after the 


beach checkpoint. 

(2) On a soldier down the left tunnel, near 
the intel. At the side of a chamber, in the 
lower section of tunnels. 

(A pennant on the side wall) 


Held by the heavy gunner on the beach. 


With a soldier at the top of the main path, 
up from the beach. 


Held by a soldier on the other side of the 
mine field. 


(2) By the rifleman overlooking the far path 
back down to the beach. On the rifleman’s 


ledge, deep in the grass. ey Under the scaffolding at the end of the beach. 
Fe) On a trail in the northeast. 
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SNEAK THROUGH 
THE AREA 


Diem’s supply depot must be destroyed, and 
going in loud and heavy won't get the job 
done the right way. Your initiation is to go in 


“ and lay waste to Diem’s small fleet of 


Sampans. Use stealth if you can, but contin- 


ue even if you are uncovered. 


The dropoff goes well, giving you at least 
some time before anyone realizes that some- 
thing is wrong. Test your Survival Knife with 
a stealth kill against the first guard. 
Remember to creep very slowly or the 
enemy will hear you coming. Also proceed 
with great caution as the beach is blocked by 


a minefield ahead. 


Switch to the silenced 9mm when you’re 
done and stalk the next two guards down the 
beach. Also, take an AK-47 for future use; 
once the actions gets loud, having a bit more 
stopping power and sustained fire will be a 
boon. 


The truly stealth conscious should take the 
obscure path on the left side from the first 
guard. Though trap-laden, this offers a 
chance for more stealthy attacks and some- 
what safer hunting. More battle-oriented sol- 
diers should continue down the beach and 


turn left up the central path. 


GETTING 
‘THEM EARLY 


3A There are two trophies on the 
"I early guards. Your first victim has 


; one, and the next guard, just a few 
steps down the beach, has another. 


Trophy three is hidden on a soldier at the top of 
the small hill, where the brush starts. Most 
often he will attack you when you try to walk 
up from the beach. 


On the other side of the mine field is a soldier 
with a trophy. If you are taking the path around 
to that, notice the ladder up to a ledge where a 
rifleman is waiting. There are also two tro- 
phies up there (including a statue of Buddha). 


One trail, in the northeast, heads high up over 
the rest of the area. A badge is ripe for the tak- 
ing along that ledge. 


The last one before the next checkpoint is on a 
guard down at the beach. This soldier is well 
along toward the Sampans and is seen near 
one of the grenade traps. 


The guard patrols along the paths are 
extremely well armed. Expect lots of soldiers 
with grenades, machine guns, and support. 
It isn’t easy to gun down all of these guys 
without taking damage; rely on surprise and 
heavy fire early in the skirmish to reduce the 


numbers and even the field. 


You can stay close to the beach after taking 
the path around the minefield. The lone 
sniper on the ledge near that path has an 
M-14 with a scope. This is a valuable tool for 


practicing stealthers. 


A number of roaming patrols will try to 
attack you if any major noise is made. 
Soldiers come from several directions when 
a whistle is blown, so take cover if excre- 
ment hits the metaphoric fan. Seek places 
with only one or two sides exposed; being 
flanked by an RPD gunner means instant 
death, so there’s no room for errors. North 
from the beach is a campfire where some- 
one has left medical supplies. Take those if 


needed. 


A direct push from the beach to the Sampans 
is possible now that you are past most of the 
patrols and traps. There is still a grenade trap 
on the sand, so avoid running at full speed. 


Arrows mark this one clearly, so that should 


help you avoid damage. 


DESTROY DIEWS 
SAMPANS 


After two easy guards on the beach, your 
progress becomes hampered by a heavy 
gunner. The ring of those 24s carries even 
farther at night, and that makes them even 
more intimidating. For an easier time of that 
gunner, and to complete more of the mission 


goal, turn east and climb through the trap- 


infested path. The cave you reach is loaded : 


with guards, intel, and a number of captives. 
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The path does continue for a short time; 
before exploring the cave, defuse the final 
trap and slay the gunner at the summit. For a 
devilishly good time, use the Type 24 there to 


wreak havoc on a few of the guards below. 


e through this 


aps. The path up from the 
checkpoint, has so many traps 
nould probably litter the place 
enade traps up that trail and a 
e center of them to mix 


There are enough guards to keep you 
honest, but any powerful and rapid-firing 
weapon should hold back the tide. Snag 
health and the Intelligence Documents from 
the cave on the right side, then turn down 
the left corridor to find the civilians. Stay on 
the upper level of the complex until the vil- 
lagers are safe and there are no remaining 
guards, then take the path down toward the 
lower tunnels. These will spit you out at 
another point on the beach (behind that 
nasty gunner). The Sampans are nearby any- 


Way, SO no time has been wasted. 


Use cover and fight the Sampan defenders, 
then shoot at the yellow barrels on the boats 
to detonate them without wasting your 


grenades. Diem’s going to take quite a loss 


on this one, and it’s good to see him suffering 


for once. Even better, you and Ramirez will be 


halfway home before he knows what hit him. 


HERE AND 
THERE 


” After the major checkpoint 
“5 there is an easy trophy; kill those 
| first two guards by the boulders and 
-loot them. 


The next one is up in the cave, dropped by a 
soldier who protects an officer with intelli- 
gence documents (down the left tunnel). 

A PAVN Pennant is just down the tunnels 
beneath that area, at the side of a modest 
chamber. 


A National Liberation Flag is under the scaf- 
folding outside, at the far end of the beach. 


When skunking the heavy gunner from the far 
end of the beach, remember to search him for a 
fine badge! 


INTEL 
THE COLONEL LOVES GOOD INTEL 


The two pieces of intel aren't far from each 
other this time. Find the first in the caves, down 
the left passage. A group of guards will fight 
for that tunnel, and their officer has the papers 
you want. 


The other documents are on a soldier at the end 


of the beach. Fight everyone near the scaffold- 
ing, then search the bodies. 


With all of your tasks done, there is nothing 
left but to reverse your trail and meet 
Ramirez back near the boat. Only a few ene- 
mies have retaken the area, so resistance 
should be minimal. Look for any trophies 
that might have been missed during the 


approach, then get back to base. 
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-= MISSION 6: 


MONTY’S PEOPLE 


Ramirez is already on the ground with his team. 


They were looking into Diem’s attacks on vil- 
lagers for pro-US activities. Even though they 
went in under cover of darkness and without 
warning, an ambush was ready; something 
stinks about this whole thing, but that can wait. 
Right now, you must get in there and support the 
Special Forces team with another set of eyes 
and an ammo supply. 


SS ES SY 


| INTELLIGENCE ITEMS 
| ey With the group of soldiers southeast of the | 
| base, by the boulders. 
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TROPHIES 


Kept by the officer on the right path, near 
the starting point. 


With a VC ambusher in the group that 
attacks your squad on the way back up to 
the village. 

(2) Dropped by a VC during the gunship 
attack and skirmish. 

With the group of soldiers southeast of the 
base, by the boulders. 

Almost under a building on the western side 
of the enemy base (a little red book). 

With a guard on the trail up to the 
weapons cache. 


(2) With the VC who guard the village center. 


South of the village center, outside a hut 

(it's a little red book). 

On a Viet Cong fighter east of town, with the 
guarded villagers. 

(2) On the VC who ambush your squad in the 
rice paddies. 

Held by one of the VC who is watching 

the elders. 


DODD & 


(2) Inside the hut where the elders are held. 


RENDEZVOUS 
WITH RAMIREZ AND 
His TEAM 


The ground is wet, the sky is dark, and the 
wind is loud enough to obscure the brush of 
footsteps in the shadows. Try to stay low and 
avoid problems while creeping toward the 
team’s last known position. There are only a 
handful of NVA on the paths at this hour, and 
your silenced Swedish K can make short 


work of them without waking the dead. 


SCANT 
PICKINGS 


There aren't many trophies in 
the early section of this mission, 
but that doesn't make the one you 
find any less important. 


An officer down the right path (from the first 
junction) has a Signal Corps Badge. 


The green marker points you toward 
Ramirez. When you find his team, Ramirez 


confirms that Monty took a bullet and has 


been left behind for the moment. Though 


still alive, he is wounded and hiding in the 


ee | ENTER THE VILLAGE 
village. Guaras WI € all Over the piace, Du AND FIND MONTY 


Monty needs help. 


Viet Cong control the village at the moment. 
Odds are, the team won't meet further g g 


: ; i Almost all of the allied villagers are in real 
resistance until you reach the village. 


Reload, stay with the team, and be thankful trouble and have been rounded up, includ- 


à Ee : ing their elders. Everyone you see wearin 
it’s raining (it makes life much harder for g y y g 


; black is a dangerous target and should be 
anyone trying to track you). 

taken down with quick fire. Monty is hidden 
in the cache behind the tall house (east side 
of the village). Once Monty is pulled out, ; 


clear the village of hostiles. 


The Viet Cong attack in squads here, and 
their weaponry isn’t very impressive. Almost 
everyone is carrying small arms or AKs. Still 
deadly stuff, but nothing like the grenade 
launchers and machine guns you were see- 


ing at Diem’s supply station. However, acci- 


os dents happen and a hut on the eastern side 
| of the hamlet has a medical kit for any after- 


battle recovery. Another kit is south, on a 


_ ledge beneath the elder’s building. 


GETTING 
MORE NOW 


mre The village has a fair number 


| of trophies to offer. Two of the 
= VCs near the village center have 

goodies to grab, and there is a red 
book south of the center. 


East of town, a VC with the guarded villagers 
has a PAVN Pennant. 


PACIFICATION 


If the east and west sides of the village are 
already clear, there is only one group of Viet 
Cong remaining in the general region. Take 
the southeast path toward the old hut; sev- 
eral people are being held there by the VC. 
Kill the guards and let the people get out of 
the way. 


Return to Monty when the Viet Cong have 
fallen and he will explain where the village 
elders have gone. The VC took them and are 
using them as leverage against the others 
who live here. Because of this attack, it is 
quite likely that the elders will be executed. 
If you act quickly, that can be stopped! 


Take the path south to reach the rice pad- 
dies. A handful of VC are lying in wait, cov- 
ered by the dirt; use the supports of the gun- 
ner’s hut above for protection when you 


engage these enemies. 


Collect the modest trophies that the VC 
group drops, then slop down to the bottom 
of the hill. The elders and their future execu- 
tioners are around the corner, easily within 
sight. For once, throw caution to the wind 
and move in for a close engagement. A pro- 
longed fight could spell the end of the elders, 


and that is an unacceptable mission failure. 


TRUE 
WEALTH 


z There are two or three trophies 
“| on the Viet Cong that attack in 
= the rice paddies (the third is an 
extra one that can get up above the 
maximum limit if you find all of the others, but 


it doesn't always drop). 


Down farther, with the elders, there is a trophy 
from one of the guards; inside the hut are two 
more, a Buddha statue and a Socialist Flag. 
These are valuable finds! 


Also, another attack group has a simple trophy 
on the way back up the paddies. 


Suffice it to say, don’t use grenades against 
this cluster. There are only a half-dozen VC 
here, and they aren't as aggressive as the NVA 
you're used to. With the Viet Cong downed, 
the elders will follow you back to the village. 


Now that is winning hearts and minds! 


Another squad of Viet Cong have descended 
onto the rice paddies; the skirmish here 
won't take long. Keep the elders safe by 
moving a bit ahead and focusing the VC fire 
onto your position. Everything after that is 
smooth. Escort the elders to the village cen- 
ter, east of the path, then get ready to do 


some serious damage. 
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MAKING THE WORLD 
A SAFER PLACE 


A weapon cache and base is somewhere in 
the area. Knowing that is half of the work, but 
now it's time to do the rest. Follow the icon on 
your compass north out from the village. With 
a powerful weapon in hand and the squad in 
tow, this should be manageable. Still, the 
upcoming fight is challenging, so keep the 


urge to plow ahead in check for now. 


There is a small valley on the other side of 
the north trail. A metric pile of Viet Cong are 
stationed there with better cover and 
weaponry than you have faced so far this 
evening. Take cover and snipe while waiting 
for base command to bring in gunships for 
fire support. Stay away from the red smoke 
and wait for the fireworks to end, then 


_ charge the remnants of the VC forces. 


A PERFECT 
RUN 


Once the gunship leaves, 
search the valley for two tro- 
phies. Both drop from the Viet 
Cong soldiers; at least one is in the 
center of the area. 


At the base ahead, look around the southeast, 
where there is often substantial resistance. 
Another trophy is there (next to a piece of intel). 


A set trophy is on the western edge of the 
base, by a building. This is another copy of 
Mao's Little Red Book. 


Finally, a guard on the climb up to the weapons 
cache has yet another trophy. 


Use grenades when the VC bunch, which 
happens once or twice before your squad 
can make it out of the region and toward the 


suspected base. 


Heavy automatic fire will clear the paths as 
the Viet Cong rise to defend their territory. 
Once the valley with the base comes into 
view, the density of fire and resistance 
increases dramatically. Seek immediate 
cover while lobbing grenades into pockets 
of VC. This makes a huge difference in the 
upcoming fight; don’t worry about using 
your supplies of grenades since this is the 
last major battle of the mission. 


Make a slow, steady circuit of the base and 
eliminate all resistance. The intelligence 
papers that you need are in the center of the 
base and are easy to spot. Collect those after 
the battle is over, then search around for tro- 


phies and ammunition. 


INTEL 


NICE FIND 


There's quite a bit of fighting on the southeast 
side of the base. One of the officers who fights 
near the boulder there will drop a piece of 
spare intel that you should pick up. 


any. | Although the stopping 


doesn't differ greatly, the VC 
eir side for this one (they 


ave many M-14 in the mix). al 
uld be your mantra already, 
more important here! 


: trees, to find a med kit. 


S 


Climb the path on the left and keep your eyes 
up (many of the Viet Cong are above you and 
will use that to their advantage). If you still 
have grenades, toss them over the lip of the 
dirt ledges. Still, it's just a few more feet before 
the cave of weapons is under your control. 


Leave a gift of C4 inside and evacuate. 
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MISSION ' 


sE 


í: 
ARTILLERY HILL 


Diem is finding out about too many US raids. The 
ambushes that have been prepared keep costing 
American lives, and this mission is going to hamper 
that (hopefully). Your target is an artillery group that 
Diem uses in his raids and ambushes. Without his 
anti-air capabilities, US bombers can be sent in to 
demolish the big guns and wipe out the cluster. 
Complete secrecy is being enforced because of the 
leak in camp; the source still hasn't been identified. 
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| Wi ier near the starting pot Held by the NVA soldier at the northern 

Fe) (turn right, then right again). entrance to the hill 
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SINK MORE SAMPANS 


Without any naval forces, Diem can’t pursue 
anyone leaving the area. There are only 
handfuls of Sampans along the river, so it 
won't take long to destroy them and ensure a 
carefree escape. There are two groups of the 


boats, and moderate NVA forces guard both. 


Crouch and move slowly up the trail. Hiding 
attackers launch an ambush, but there aren't 
very many at first. You and your squad hit 
them hard, and more come from the right 
and left. Eliminate all of them and consider 
taking the RPD that falls, as it is a very strong 
weapon for open fighting against the NVA. 


DISPERSED 


The trophies in this section 
of the mission are not close 
together, but many of them are 
along the route you must take, so it 
isn't much of a problem. 


A solider on the right path has the first one. 
Take the first right, then another right, to see 
where he often stands. 


One of the guards at the base of the hill, by the 
paired Sampans, has another. 


A rifleman along the left path is equally 
blessed. He wanders somewhat, but you 
should find him close to the start of the left 
branch. 


Search the Type 24 gunner who overlooks 
Sampan three. 


Finally, climb to the sniper area in the open 
clearing close to the fourth Sampan. Medical 
supplies and a trophy are hidden there. 


Walk down the right path and toward the 
water. Don’t leave the cover of the rocks 
until the cluster of NVA below have fallen; 
there’s a sniper on the upper ledge to the 


left. With the main group dead, it’s much 


easier to fight the sniper without taking last- 
ing damage. There’s a grenade trap up on 
the sniper’s ledge—it’s in the weeds, so 
be careful not to trip it! You'll also find a 
medical kit and an RPG-7 that’s perfect for 


trashing the two Sampans. 
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The original path left leads toward the other 
Sampans. Take that route and keep using 
cover. There are heavy guns ahead, and 
snipers and troops support most of them, 
so methodical fighting is far more effective 


than fast killing. 


The next junction lets you walk right to the 
third Sampan. To spot it, stay behind the 
trees, fight the loose NVA, then snipe the 
heavy gunner at the end of the clearing. 
Wait until other members of your squad dis- 
tract the soldier, and pop out from the tree 


a for a quick shot. If the gunner won't stop tar- 


geting you, wait for the rest of the squad to 
finish him. 


There is an explosive barrel on this Sampan, 


SO save those grenades. Use a few rifle shots 


to detonate the barrel and ruin the trans- 


port—now only one Sampan remains. 


The left path into the main clearing has 

_ more trouble. Another sniper station is over 
there, in the branches of a large tree. Focus 
on the man up there first, then fire on other 
targets. Do not proceed until the NVA are 


down, because another Type 24 gunner has 


a view of the far side from above. When you 
advance, the gunner opens up on the squad. 
There isn't much good cover to use against 
that gunner, but going prone at the rocks 
beneath his hill is sufficient. Standing for a 
smoke grenade should be safe; use its 
screen for a headshot against the gunner 
and his buddies. 


Turn ahead and walk to the base of the 
clearing, by the water. The last Sampan 
serenely floats out on the river; use your 
weapon to set off its fuel barrel. Diem can 
swim after you if he wants now, but that’s 


between him and the leeches. 


Climb to the sniper’s position on the tree 
before moving out. There’s a trophy and a 
medical kit there. You'll most likely need the 


kit due to the high volume of fire you with- 


stood while taking the clearing. 
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ASY ENOUGH 


There are two trophies by the 
sniper tower at this hill's apex. 


ren s% The lower guards have an 


Officer's Star, and the sniper has a 
badge for you. 


There are two paths from this point that take 
you to the artillery pieces. The left route 
leads you higher into the area. A killzone has 
been prepared where a sniper tower, heavy 
gun, and an armed squad of NVA view the 
trail. This pins down your team, but there is 
a proper solution: Spring down the right 
side of the valley and hide under the bridge 
if you need to lose any shock. Then, climb 
up and around the boulders on the right, 
and come at the gunner from the back. 


With him down, grenade the NVA on top of 
the hill, and mow down the rest. 


Walk a tad farther down that path to find the ` 
side trail toward the same sniper tower. 
Investigate to find the medical kit hidden 
behind the tower, near the rocks. 

Ammunition and a trophy are also there. 


From there, the path continues toward 


artillery hill! 
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STRAIGHT DOWN THE 
MIDDLE (RIGHT ROUTE) 


Okay, be a free spirit. Take the right path at 


the previous junction for an entirely different 
approach to artillery hill. There are more 
Type 24s down this route, but it’s a straight 
shot without as many elevation changes and 


such. Stay with the squad to avoid being 
overwhelmed by numbers, and look for the 
sniper tower on the left. A trapped path 

under that tower goes around to the gun- ~ 
ners’ rear; just be ready for the grenades a 
and the nasty spring trap down that route. 
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There’s a medical kit on top of the sniper 
tower. If you’re interested, take the rifle from 


that position and use it to clear some of the 


NVA before returning to the jungle floor. 


WELL TAKE 
YOUR AA GUNS 


AND YOUR 
TROPHIES 


*One NVA solider on the northern side 

of the hill has a trophy. He is practi- 
cally alone and he’s often your first contact on 
the hill when you choose the left path from the 
previous checkpoint. 


East from that soldier is on officer with two 
trophies where he falls. 


Look next to the eastern artillery piece. Search 
around the base of the massive weapon to dis- 
cover a PAVN Flag. 


TAKE DOW N THOSE 
AA GUNS! 


Once on artillery hill itself, use the boulders 
and guns as cover while advancing on the 
targets—all of the guns are marked on your 
map to keep things nice and simple. There 
aren't any more Type 24s, so RPD-wielders 
are the biggest thorns for this fight. Medical 
supplies are on the northeast side of the 


area, should they be needed. 


Take the AA guns out while you work 
through the defenders. This fight is easy 
enough that taking a moment to set the 


charge isn’t an issue, and doing things this 


way cuts down on your overall mission time. 


2 GOODIES ON 
THE WAY OUT 


D The right tunnel branch has 
w a small storeroom with a 
| Socialist Flag. 


Left in the complex takes you past a room with 
a SRV Pennant and a passage down toward 


water. There is a Buddha statue in the shallow 
section of the water. 


“INTEL 


LEAVE WITH A SMILE 


An officer near the room with the SRV Pennant 
carries the only spare intelligence for this mis- 
sion. Make sure he doesn't survive, and take 
those documents. 


The birds are on the way the moment your 
squad brings down the AA guns, so this 
would be a good time to seek shelter. An NVA 
tunnel is on the southwestern side of artillery l 
hill; after the orders are given to head inside, 
a mark appears on your compass that indi- 
cates this entrance. Finish off any resistance 


in your way and get over to that tunnel. 


Climb down the ladder and loot the room on 
the right as your squad descends. Take the 
trophy there and turn down the other path 
when ready. RPD gunners and NVA officers 
are there, trying to hold the line. Crouch and 
use heavy fire for easy kills in these tight 
quarters. With all NVA down, the birds drop 
their payload on the hill above and scratch 


off one more of Diem’s options. 


Walk outside and think about home, because 


it’s back to basecamp. 
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> MISSION 8: ME 


Ramirez is in trouble again. Diem must have 
heard about the Special Forces mission before 
they even left the ground, because a legion of 
Viet Cong and NVA soldiers attacked the team in 
the city slums. Reports of enemies with heavy 
weapons, firing from buildings and blockading 
the streets have come in. It sounds like the mis- 
sion is totally fouled up at this point. 


You are being choppered in at high speed. 


There's no time to clear aerial defenses, so it's expected to be quite a bumpy ride. The LT suggests 
you take an M-60 in with you to pacify the most vicious resistance. It's not a bad choice. 
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TROPHIES 
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A BIRD’S EYE VIEW 


The flight is worse than nasty. Halfway in 
toward the LZ you start taking heavy fire from 
the ground. Small arms and AA blaze away 
from myriad points on the ground. When the 
chopper’s gunner collapses, somebody better 


take that gun or everyone's going to come 


falling out of the sky. 


Luckily, there is only one active AA gun fir- 
ing in the area where you need to land. The 
target is marked on the map, and there are 
several soldiers surrounding it. Aim for the 
ammunition barrels nearby for easy area-of- 


effect damage and to remove the soldiers, 


then attack the gun itself. You can’t dodge, 


so try not to think about your well being and 


go on a full offensive. URBAN RE) IEWAL 
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If you can’t get the gun on the first pass, the There are two squads ready to leap the 

chopper will simply make extra circles moment you hit the dirt. The small cluster 

around the area. While this is happening, fire on the left isn’t much of a threat, and your A 
on targets of opportunity. NVA soldiers and own squad can clear them easily. But the 

the vehicles along mainstreet are all worthy group ahead has a grenade launcher and 

of your attention. When the chopper roars some heavier gear. Move forward to avoid 

back around and the gun is destroyed, the being flanked during the fight, and shoot the 

pilots set down for just long enough to get fuel barrels at that side of the yard to kill one 

your team on terra firma. It’s up to you now. or two of the enemies. 
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$ One of the puddles by the explod- 
= ed anti-air piece has a trophy that 
remains. Also, look by the group to 
the east; they have a simple trophy. 
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The enemies by the second house on the north- 
ern side also have a trophy. 


The yard to the north is connected to your 
position by a small door. Do not go through 
this; another squad waits there. Use the walls 
_ for cover and let them bleed forward while 
taking casualties. Another such cluster is 
across the street, by another house. Neither 
of these squads has anything of value. 


Move down the center of the street; there 

" are snipers on the balconies from both 
sides, and there’s a rifleman behind an oddly 
placed door on the right. Flip around that 
corner to eliminate him, and then deal with 
the threats above. After you pass the first 
two sets of houses, take cover behind the 
walls on the left side of the street; a Type 24 
gunner is on the hill ahead. Use cover and 
Sniping to silence the machine gun, then 
crawl forward to grenade the artillery hole 
that more NVA troops are using as cover. 


Slip into that hole and catch your breath. 


2 NOT QUITE 
THE STARS 
AND STRIPES 


Look around in the ditch, just 
after the new checkpoint. You can 
find a Regular Soldier's Star without 
much delay. 


Before going up the ladder at the upcoming 
barricade, disarm the trap at the center of the 
pile and take the PAVN Pennant. 


There's a soldier with another star to the right 
of the barricade, once you're across. 


The officer manning the mortar at the western 
gate has an Officer's Star. 


Another trophy is in the ditch in front of the 
Viet Cong recruitment building. You can find 
more trophies on one of the runners that comes 
from inside, and in the form of a Ho Chi Minh 
Flag by the far corner of the courtyard. 


A WAR OF INCHES 


Your attacks on Diem must have really got- 
ten a reaction, because the NVA commander 
is sparing nothing in getting back at your 
team. The northern forces are losing many 
people by slugging it out here in the city, but 
casualties don’t seem to concern them. 
Instead, they are driven to make you pay for 


each block as you progress. 


The next block of the street is a deathtrap. 
Avoid the center at all costs and crawl slowly. 
There are many more balcony riflemen, sev- 
eral squads on the ground, and even a few 
soldiers up on the tank hulks that block the 
way. Use grenades against thicker troop clus- 
ters, and definitely grab the LAW rockets on 
the left side of the street to use as you wish. 
We suggest using them against the squads 
ahead or for quick removal of snipers. 


The road is pretty useless for vehicles 
already, but there is a barricade around the 
turn that even your infantry squad can’t pass 
safely. Toss a grenade over the pile and use 
the ladder on the left to reach a second story 
balcony. Fight from cover to kill the various 
snipers, and then hop back down on the 
other side of the barricade. 
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There’s a major intersection past the barri- 
cade. Use the vehicles in the area to avoid 
the sniper fire from the west. 


There are soldiers in that vicinity, but they 
come to you for the most part. When they're 


, ; ; E 
then take down the officer who is loadinga | 7 
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mortar in that area. You are probably close 
to Ramirez's team, since they were the likely 
targets for that mortar attack. 


Follow the road northeast. Check your fire 
slightly, as there are some civilians nearby. 
Then use grenades to clear a nest of NVA 
outside a Viet Cong recruitment building. 
Hold position there and fire inside as targets 
present themselves. After a time, more of the 
VC run out to meet you, making life much 
easier than if you rushed the building. 


Walk inside, finish the snipers on the upper 
stories, and then loot the building for tro- 


phies and the medical kit in the corner. 


Yao 


dead, reverse-snipe the man above the gate, ~~ 
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DON'T COUNT YOUR CHITS 
BEFORE THEY HATCH 


Keep track of the bodies around the VC building; 
in the bustle for trophies, make sure to find the 
piece of intel that one of the runners dropped. 


NO SWEAT 


After you leave the com- 
s pound, the second pair of Viet 
= — Cong has a Signal Corps Badge. 
Then, when you fight the squad of 
~ ve attacking the docks, steal their 
SRV Pennant. 


JOIN FORCES 
Ramirez and the others are close. The mor- 
tar position and the distant sounds of fire 


~ location. Leave the Viet Cong building by its 
t rear, and clear the grenade trap at the back 
; of the compound. There are fields and 

; 4 swamp outside the structure. The Viet Cong 
ag presence is minimal for now, but this 

pe changes as you advance. 


a The Viet Cong are attacking a set of docks 
A around the hill. It looks like the VC are mak- 
XR ing a push at Ramirez; take them from the 


* flank and roll up their squads. 


are more than enough to clue you in to their 


With both of your teams joining together, it 
should be a great fight. Use the medical kit 
on the main dock, and then get ready for 


another rush; the VC aren't giving up yet. 


HERE ARE 
ALL THE REST 


-: There are still many trophies 
7 remaining, and it may feel like you 
| missed a few on the way. The great 
~ news is that you didn't. The bad news 
is that it's a rough fight to get every- 
thing while keeping your head above water. 


During the massive breakout, the groups that 
come from the left make countless attacks. 
Defeat the first one and snag their SRV Pennant. 
Sometimes, if you return later in the fight, anoth- 
er will drop from an additional group. 


A PAVN Pennant falls from one of the first 
attacks from the hilltop. Other attackers from 
that area, to the right and left, drop SRV 
Pennants. Two of these can be taken here. 


The group just inside the cave has a star, and 
there's another on the flamethrower Viet Cong 
to the right of the fuel station. 


It’s time for a breakout. With both squads 
united, it is possible to breach the VC lines 
and find an LZ that isn’t shot to oblivion. Viet 
Cong come in from the compound on your 
left, where you were not too long ago, and 
from up the hill. Defend the position while 
clearing the forces uphill. Then collect the 


trophies that drop from each of the groups. 
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The Type 24s at the top of the hill are certain- 
ly set to make things tenuous. One is on the 
left, facing the approach. Use a grenade on 
that one while using the tree to block the 
gunner line-of-sight. Command informs you 


that a fuel station nearby can be destroyed to 
create a suitable landing zone. Make sure the 
squads are with you, and then use another 
grenade to trash the gunner inside the tunnel iu 
on the right flank. Stay along the cliff wall 

while you do this to avoid direct fire. 


Fight through the tunnel and out the other 
side. The station is ahead, but go around to 


the right to reach it on foot. Be wary of the 
flamethrower that a VC fighter carries 
around the corner. Four more irregulars are 
up by the station itself; use grenades to thin 
them, then gun the rest down. Plant the C4 


oR 


and run to a more defensive position while it 
makes its own mess. 


Stay near cover and fight the remaining VC 
until the chopper arrives to get everyone out 
of there. It’s not the prettiest or cleanest 
extraction ever made, but getting away is 
better than being stuck down there for 
another minute. 
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+ MISSION 9: RADIO SILENCE 4 


The intelligence is out there. There are people 


who know where Diem is. These people are 
responsible for what happened to your team, to 
your friends, and for all of the pinpoint attacks. 
Now that you know who they are, it's time to 
bring them to light. This raid is back in the city, so 
you can finally discover everything Diem knows 
and strike back at him. Using the cover of night 
and the M-14, stealth is your ally to prevent mas- 


sive opposition. Even if that fails, you can prevail. 
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INTELLIGENCE ITEMS (unnumbered items appear in interior locations) 


By the trapped teddy bear, north of the 
Fe) From the floor of the radio room. E oe ke ja j 
Darracks rooms. 
On top of the table, on the right side of the D (2) On officers in a room on the right side of 
medical facility. the second story. 


ROPHIES (unnumbered items appear in interior locations) 


T 
o (2) Stacked against the large gate, to the ey On tha haor ofthe rado rae: 
right of the bus. 
(2) In the first barracks room of the complex. ey Held by the woman in the medical facility. 


Behind the desk at the entrance of the 
ladies’ house. 
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* ey Hung on the side of the second barracks room. 
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A QUIET STROLL 


The city has taken more than its fair share of 
abuse in the past few weeks, but that works 
in your favor at the moment. Use the debris 
as cover while crawling ahead of your 
squad. Stay as quiet as possible and keep 
your M-14 close at hand. Zoom in on targets 
as soon as anything catches your eye, and 
aim for headshots. With caution and prone 
firing it shouldn't be a problem. 


RARE ITEMS 


To the right of the bus is a 
large door with several items 
stacked against it. Among these 


are a Communist Flag and a 
Buddha—two trophies for little effort. 


If the alarm has been raised, a squad of sol- 
diers will come through the doorway and meet 
you here (in an aggressive fashion). 


There are two officers and an NVA soldier 
around the ruined bus ahead. If you snipe all 
three without being spotted or killing any of 
them too slowly, you may proceed past the 
bus and toward the ditch, where they have a 
Type 24 set up with several more guards. If 
you are spotted, hold your ground, take easy 


shots, and wait for your squad to catch up. 


Just past the heavy gun, there is a route to 
the left, through a storage pen, and into a 
cave network. This is a major complex with 
intelligence, transmission capabilities, and 
many officers. Beyond that, the network 
allows you to sneak closer to the house 
where the traitors are staying. 


MINING FOR 
TROPHIES 


There are three trophies in 
the two barracks rooms, near 
the entrance. Two Pennants are 
in the first barracks room, along the 
main hall, and a Socialist Flag is in 
the adjoining barracks. 


The Radio Room has a trophy that is hard to miss. 


There is an NVA Medical Badge on the woman 
treating the injured in the medical facility. 


INTEL 
SOON WE'LL PIECE IT ALL TOGET 


Tesi is an incredible amount of intelli J 
here. The officers back in camp will spen 
some late nights pouring over this. Take tt | 


poten an bear on the way north from 
barracks to find a third piece. —— 


2 Kill the two sentries who watch the entrance 
- from the observation point on the left. Then 
"disarm the grenade trap at the entrance to the 
tunnels. Sneak into the first passage on the 
k left, and gun down the NVA soldier there— 


he has a Pump Gun, which will hurt you 


badly if he gets off a shot at that range. 


Once he’s been dispatched, continue down 
the first tunnel, fighting the soldiers in the 
barracks room ahead. This open room has a 
number of targets, so the M-14 is not ideal. If 
you are interested in something better, take 
the Pump Gun or a machine gun from the 
men in the observation area. Otherwise, 


crawl forward with the M-14 and go for 


quiet snipes. 


Take the trophies and ammo from the room, 
and then eliminate the soldiers in the room 
on the left. These guys have knocked over 
tables to provide defensive cover, so toss 
them a grenade. This shakes them up 
enough for you to finish the job. Another 
Flag is in there, and a side tunnel takes 

you into the generator room—blast that to 


complete one objective. 


The secret documents you need are at the 
end of the primary tunnel, now that your 
back is clear. Only two men are guarding 
them, an officer and a regular soldier. The 
passage nearby leads northeast to the radio 
room. Complete that objective with a dose 
of C4, and search the room to gain some 


pickups. 


There’s a medical facility at the end of the 
radio-room tunnel. The place is crude, but 
functional. An armed medic is there, tending 
to a patient. Another wounded soldier is 
over in the corner. In the other corner is a 


med kit, a fine sight for sore eyes. 


With your goals in the cave network com- 


plete, move north and upward (it’s marked 


on the map), back into the city. 


THE HOUSE WITH A 
BAD REPUTATION 


D ) ZEN AND THE 
ART OF 


ASSAULT 
7 RIFLE REPAIR 
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= There is a trophy behind the desk 
when you enter the building. This 
Buddha statue is trapped, so don't try to get it 
during the fight. Disarm the trap and collect 
your final trophy for this level! 


INTEL 
NOT THE BEST OFFICERS IN THE NVA 


Two officers in the building are carrying pieces of 
important intel—they really shouldn't have brought 
documents like that into this establishment. 


There's a hall with several doors on the second 
floor of the building. You can open or even kick 
down both doors on the right side. Do so and 
fight the officers inside for two more pieces of 
intelligence. 


Sneak around to the front of the building to 
your right. Two guards are on the other side 
of the structure and will likely come to inves- 
tigate. Convince them to worry about other 
things, and then kick down the door. Do not 
enter; hold back and fight the enemies on 
the first floor. When they fall, crouch and 
aim upward to down the numerous NVA and 
such that come through the door on the sec- 
ond floor. After almost a full minute of such 
fighting, the place quiets and you are free to 
explore. 


r Run up the stairs and through the door 
everyone was using. Open the first door on 
the right in the next hall, then kill the officer 
| and his two companions inside. You find a 
T med kit and intel in that room. Also, search 

_ the next such room in the hall, where anoth- 
3 er officer hides. Then fight up the stairs. 


Á More NVA guard the landing above, but they 
are fighting desperately now; their numbers 
are few and your squad is closing around 
them. Take a few seconds to let any shock 
wear off after that encounter, then open the 
door at the end of the landing—don't kick 
this one down because the soldiers inside 
are eager to kill you. Duck behind the wall to 
fight one at a time, then take the room. The 
hostages and the person responsible for the 


information leak are behind the next door. 


The best part is that they know where 


Diem lives. 


Diem is a marked man, and an entire legion of 
NVA soldiers won't be able to extract him now. 
Command wants you to move against Diem and 
terminate him with maximum prejudice. Use the 
best tools in your arsenal, and get some practice 
at the weapon's range before leaving camp. Also, 
look at all the weapons at the firing range; if 
you've put in the hours and turned enough heads 
at HQ, there might be something special for you. 


INTELLIGENCE ITEMS 


Usually near the southern edge of the 


eastern yard, where the officers are 
stationed. 


TROPHIES 
(2) At the top of the ladder between the two 
Fe) On the left gunner, from the first yard. yards to AE 
With the soldier on the second floor, up the With the first guard in the yard north of the 
ladder from the second yard. downed chopper. 
Held by a soldier who attacks between On a soldier, by the middle of the yard 
yards three and four. (right side). 


On a soldier who fights from the left side of 
the fourth yard. 


ey On another soldier, late in the yard (left side). 


(3) With the officer who is commanding ey With the Type 24 gunner in front of the temple. 
the NVA forces in the eastern yard. : 
There's a fourth trophy on a soldier who Resting beside the temple, on the wall by its 


aids the officers in the eastern yard. right side. 


INTO THE TEMPLE 
DEATH MACH | N E The dropoff goes really well, for your squad 


at least. Support looks almost nonexistent, 
but the remnants of your squad have seen 
this through from beginning to end, and 
there is nothing left but to stop Diem. 


Move toward the temple entrance from an 
oblique angle to prevent the soldiers inside 


from taking spare shots during your 
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ii oe approach. When the rest of the squad 
ni engages the NVA, move to the sides of the 


main opening and look for the two heavy 


gunners inside. One is on the ground floor, 
in the far-right corner. The other Type 24 is 
above, on the left side. Eliminate both of 


This weapon is a special item that you 
receive for the mission against Diem. If 
you have completed all of the previous squad from losing their momentum here. 
assignments with enough merits to Th 
es Re e rest of the NVA soldiers stop comin 
earn this modified M-60, it will be pres- p g 
ent at the firing range before you leave. 


these gunners with headshots to keep the 


into the area once those gunners are down. 


The Death Machine has a very fast 
cooldown if you fire it often enough to 
cause major heat. Compared with other 

machine guns, this is several times 
more effective at dissipating heat from 

rapid firing! 


The US government won't let you keep 
your hands on it for very long, but even 
one night on the town with a prototype 
like this is enough to keep a person 
happy for quite some time. Just make 
sure to save enough ammo for Diem 
himself, if possible. 


To ensure that you have sufficient 
ammunition for some of this level’s 
most titanic battles (and indeed, the 

game itself), leave the weapon behind 
for a few of the middle engagements. 
Choose a place that is easily remem- 
d Í bered, and drop the weapon in place of 
an AK or another decent rifle. Then, 
before the end, return and bring the 
Death Machine for its finest hour. 
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< THE GUNNER 
DID IT 


The left gunner, whose position 


ae you pass on the way to the next 
| ladder, has a trophy for you. 


In the upcoming area, climb the ladder on the 
north side for another one. 


The tiny stairs on the left side open into the 
hallway on the other side of the pillars. Go in 
and climb the ladder at the far end. Use the 
alternate ladder to reach the second court- 
yard, where another major battle begins. 


Run to the back of that yard and gun down 
the soldiers there. They are behind cover but 
fall easily when they’re flanked this badly. 
From this point, you have a linear attack 
with cover until you reach the opposite side 
of the yard. A lone soldier waits atop the 
nearby platform. Climb up there on the lad- 
der (under the covered walkway), and take 
down that soldier. Or, use grenades to do 
the work for you if popping your head up 


there seems too dangerous. 
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With all guards down from the second yard, 
another checkpoint is cleared, and your 


squad can charge the third area. 


BETWEEN 
THE AREAS 


One of the soldiers who 
comes around from the next 
yard has a single trophy. Often, his 
body is found just inside the north- 
ern part of the third yard. 


There is another trophy holder farther back, 
on the left side of the fourth yard, in the same 
squad with the flamethrower trooper. 


Fight from the covered walkway near the 
south entrance. Use that cover to bring 
down the sniper on the second floor (to your 
right). Bead until you have a good shot on 
him, then squeeze the trigger. Repeat if you 
don't get a clear shot, and wait to make 
sure; if he’s left alive, that sniper dogs your 


every move while retaining a line of sight. 
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Enemies from the left press the attack for 


some time, many by moving into the cov- 


If you try to cross the open area on the left, 
a be very cautious around the grenade trap 
that blocks off the “safest” route. 


* Fight the final guards around the corner, in 
~ the fourth yard, and kill their upper sniper, 
as well. This earns you another wonderful 


checkpoint! 


ered walkway on the north side of the yard. 


A BETTER 
SERVING 


All three of the important offi- 
cers here have stars to note their 
importance in the NVA. There is 
also a soldier with a regular star. 


> 
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Next, climb the ladder between the two yards 
south of this position. An officer up there has 
two trophies and a medical kit. 


INTEL 


DIEM'S LAUNDRY LIST 


Even though you have found Diem’s hideout, 
who's to say what important intelligence can be 
unearthed here? The lone drop item available at 
the moment is in the officer's yard. Look by the 
southern stairs; that's where it most often falls 
during the fighting. 


HALFWAY THERE 


Only another squad or two remain in the 
fourth yard, so it isn’t much of a fight com- 
pared to the real tussles this mission has 
thrown at you already. Take these soldiers 
out and keep the yard clear while waiting to 
analyze the situation ahead. The enemies 
are preparing a more formal defense in the 


fifth area, to the east. 


More soldiers, better positioning, and open 
spaces wait. The equalizer is that there are 
three NVA officers making the whole thing 
happen, and it’s clear who they are. If you 
take out the leaders, the rest of the forces 


will have to fall back toward Diem. 


Stay near the tree and wall on the north 
side. Few of the soldiers have a shot at you 
from there. Snipe the riflemen on top of the 
far structure, then look for the officers. Two 
are closer to your position and shouldn't be 
hard to spot or remove. The final one is on 
the opposite end of the yard and might 


require a formal charge to beat down. 


Obviously, save him for last! 


Turn south; the battle is more of a mop up 
for the moment, as the NVA officers’ deaths 
have sent the soldiers into temporary disar- 
ray. There is less resistance, and the fighting 
cools enough for you to pick up trophies and 
make a stop back into earlier yards if you 


need any healing. 


There’s a ladder up to a tiny second story 
between the two southern yards. An officer 
is holed up there with a pistol, so climb up 


and take his two trophies and medical kit! 


A Type 24 gunner is in the final yard along 
the southern strip. Don’t run out into the 
open, lest he shred you before you have a 
chance to seek cover. Stay at the sheltered 
area between the yard and wait to spot your 
target. From there, either grenade work or 


sniping will stop the gunner. 
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Use a grenade to thin the initial group in the 
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a THE BEND 


The very first guard in the 
$ northern area has a trophy. You 
= fight him at about the same time you 
spot the Viet Cong runner. 
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There is a soldier with another trophy at the 
middle of the yard, often on the right side. 


Then, toward the far side of the area is a third 
trophy, usually on the left. 


Turn to the east again and take the medical 
kit from the downed chopper. There is 
nothing you can do for the pilots, but the 
supplies could make the difference for this 
mission. The temple is just another hundred 
meters or so away, and Diem’s private guard 
stands between you and victory. Of course, 
that’s a good thing—you wouldn't want 


them to escape justice! 


open area ahead, then sprint along the left 


wall and turn right when you reach the mid- 


dle. Kill the rifleman on your flank to prevent 


[as a . 
f some painful exposure and continue toward 


the back-left wall. Advance slowly from 
there, taking the shots as they come, to stay 


out of Type 24 range. 


Pass back to the right side when you reach 
the broken stairs. At this point, crawl instead 
of running—you will stay low enough that 
the machine gunner can't even see you. 
From there, you can sprint from cover to 
cover until the Type 24 is easily in grenade 


range! 


A medical kit on the right side is available if 


you still need one. 


a 
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Walk up the center stairs while using accu- 
rate, cautious fire on the new NVA soldiers 
who come down from the temple. The direct 
route forward is blocked, so you must use 
the circuit around the left branch in its place. 
Hurry to make it up to the stones before 
more soldiers entrench themselves. This 
gives you a much better opportunity to 
knock them down as they enter instead of 


fighting against covered troops. 


These forces often drop grenade launch- 
ers—unfortunately, they're also used against 
you. Stay near corners to limit the grenades’ 
effectiveness, and use the launchers against 
the NVA to quickly tear down resistance. 
There’s a Type 24 gunner with a full comple- 
ment of assistants by the temple doors, 
across the bridge. Go prone on your way 
across the bridge, eliminating the NVA, and 
then take a headshot against the gunner. He 
won't be able to hit you because his skull 
comes into view before his gun has a line 


of fire. 


With all of these forces destroyed, Diem is 
left to defend the temple personally. More of 
his guard are inside as well, but this is the 
moment of truth. Bring the fight to Diem and 


earn yourself some real R&R. 


CLOSE TO A FAIR 
FIGHT 


COLLECT 
THEM ALL 


X f 
mere The final trophies in the game 


—s are here. Take the one from the 
= Type 24 gunner on the far side of the 
bridge. Then look on the right side 
of the temple stairs for a medical kit and the 
last trophy of this level! Good work! 


Se Use the medical kit to the right of the 
<i entrance before entering the temple proper, 


‘and make sure your best weapon is fully 
loaded. Collect any extra ammo, if possible, 
then engage the NVA once again. 


; : Using the NVA’s own grenade launcher, wait 
4 at the temple entrance and then strafe out to 
trash large mobs of soldiers. If you stay safe 
behind the temple walls, the NVA bunch up 
and give you incredible targets to assault. 
After a few shots like this, the bulk of the 
lower force is down and Diem approaches 
the temple steps to fight. Back away and use 
the RPD on him from a safe angle, lower on 
the steps, to avoid being struck by Diem or 
his goons still inside. This tactic is reason- 
ably fast and will often bring the leader 
down without your squad suffering more 


than a scratch here and there. 


China Beach, better weather, cool drinks, 
and some real sleep are all yours after a run 
like this. Maybe military decorations and a 
band are in order, too. Pat yourself on the 


back, then wait for extraction. 


Oe 


yk MISSION 11: CHINA BEACH & 


A fine vacation is yours for the taking. You're 
heading to the beach for some sun and relax- 
ation. However, some things aren't meant to be, 
no matter how much you've earned them. One 
stray RPG shot and the war worms its way back 
into your life. After a nasty crash and almost 
immediate capture, you wake in a cave net- 
work. Combat rings from the air above; you need 
to find out where you are and get out of this fast. 
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NO SPECIAL ITEMS 
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BREAK OUT OF 
JAPTIVITY 


“a 4 There aren't any Viet Cong or NVA soldiers on 
> 3 this level of the caves, so don’t worry about 

$ them. Look in the side cavern to meet your 

N squad. Hmm. There’s a Survival Knife in there— 
` take it and climb up the ladder to the upper 

_ level. The storm of a firefight is loud enough 


_ that you must be close to the outdoors. 


A single guard is ahead of you in the tunnel, 
and it isn’t practical to sneak up on him; he 
guards the way against your escape. Alert 
the soldier with a quick strafe, then back up 
into the cubby on the right side of the tunnel. 
Wait for the foolish NVA grunt to stick his 
head out, and then slash it with the knife! 


Steal the soldier's gun, as he doesn't really 
need it anymore, and approach the outer 
edge of the tunnels. 


NOT HERE AGAIN 


They brought you back—all they way back. 
The fighting is just outside of basecamp. It 
looks like the same traitor who previously 
sold out the soldiers built this tunnel sys- 
tem; the treachery is still doing damage. The 
attack on the base is a two-pronged VC and 
NVA assault, and it doesn’t seem like the 
camp will hold up for very long. This must 


be retribution for Diem. 


Switch to your new rifle and attack the NVA 
from behind. Clear the soldiers to the right 
of the cave first, giving yourself a clear flank, 
then start to snipe the ones farther away to 
relieve pressure on the camp’s rear gate. A 
single sapper makes an explosive rush for 
you or the gate when the soldiers are dead, 


so save a few rounds for him. 


The soldiers had a number of good weapons 
on them, so search around for one you'd like 
to use for the upcoming skirmishes. As 
always, the RPD is a fine choice, but the AK 
and Assault Rifle are good, too. Sniping will 
be difficult during this run because close- 


quarters fighting is on the menu; factor that 


into your decision. 


INTO CAMP 


SGT. Platt is holding the rear gate for now. 
Move into the base perimeter and he'll give 
you an update on how things are going; badly 
would be the short version. Platt is managing 
his situation as well as can be expected, so he 
wants you to check out the LZ and far side of 


the base. Run over and take a look around. 


The fighting in the northeast heats up within 
moments of your arrival. The NVA are the 
first to make their presence felt. Jump into 
one of the gun nests on that side of camp 
and stick with the soldiers who are trying to 
hold back the tide. When targets are light at 
the north end, rush to the east and give 
more support there. After a minute or so, 
sappers appear on your compass. They are 
attempting to jump the walls and plow into 
the hospital before detonating. If you stand 
in their way, it could be your head they take 


with them instead. 


Put a heavy burst into each sapper and back 
away while shooting at him to avoid dam- 
age. The nurses will be ready for extraction 
just after this point. Walk into the hospital to 
let them know it’s time to evac, then cover 
their route to the LZ. NVA and sappers are 
moving in, and they aren't shy about target- 
ing the nurses directly. Plant each target 


with haste and don’t spare the ammo. 
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HOLDING THE LINE 


When the nurses make their escape, you can 
start worrying more about the base itself 
and your own hide. The push in the north- 
east is getting worse. Almost a dozen NVA 
have leapt the walls; before you can do any- 
thing else, they need to be stopped cold. 
Walk between the landing pad and the build- 
ing there, then shoot the first squad that 
pokes its head your way. Reload, then turn 
the corner and repeat this tactic, rolling up 


the enemy flank. You come out on the north- 


_ ern force's rear, and that isn’t good for them. 


@ 


The main gate is about to come under 
extremely heavy attack. Word of an inbound 
vehicle and NVA company is dancing in the 
wind, and there aren't any soldiers to spare. 
Hurry over there and notice the Claymore 
and LAW rocket near the gate itself. Fully 
exploiting these two items can turn the tide 
of this battle. 


Set the Claymore to detonate on the first 
thing to breach the gate. Do not arm it 
toward the outside of the camp (this will 
only grab the first one or two NVA soldiers). 
Place it so that it goes from east to west 
across the lip of the gate. This is faster, 
because you don't have to move forward, 
and it also prepares a better trap. Defend 
against the early attackers with the RPD or 
any other fast-firing weapon. In this way, the 
Claymore detonates on one of the heavier 
NVA packets. Win-win, eh? 


The LAW rocket is best used if heavy fire 
pushes you away from the gate. Pick that up 
if your shock gauge is full and you need a 
moment for recovery. Fire the rocket at any 


squad that breeches the gate to usher in 


their speedy demise. 


Climb down from the bunker if you need 
ammunition, but don’t make any health runs. 
By the time you need the health, it will be too 
thick to make it there and back. Plus, a final 
explosion will wreck the entire camp, with the 
possible exception of anyone hiding under 
the bunker. When the timer starts for that, 


you won't want to be out at the hospital. 


Defend the bunker until the call is made to 
head inside, and then rush to safety. A few 
moments later, the blast is gone, but so are 
the NVA, the VC sappers, and just about 
everything else. It’s no China Beach, but 


you're alive. Congratulations for that, 


soldier. 


TOO MANY TO HANDLE 
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Even with your Herculean efforts, the NVA 


are getting in here and there. More sappers 


AS 


are on the way, and the night is turning a 


shade for the worse. Monty is running back 


LR, TR 


to the command bunker to defend the posi- 
tion, and you should go with him. Stop by 
the hospital on the way if you are injured, 
but don't tarry beyond that. 


The command bunker and the various 
incoming sappers are clear on your com- 
pass, so that should help. Loot any bodies 
for ammunition on the way, then climb on 
top of the bunker itself for a good view of 


the fighting and approaching enemies. Hit 


the sappers with heavy fire when they are 
close, but spend the rest of your time clear- 
ing the rush of NVA soldiers. They use 
countless grenades in an attempt to pound 


you and the other US troops off the bunker. 


HIDDEN ITEM INDEX 


TROPHIES 
Fe) Left side of trail, near bodies of soldiers. 
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On VC fighter in ambush, near front. On VC 
Fighter in ambush, farther back. 


5 te) On VC fighter, second wave of ambush. 
i es On VC fighter, halfway through next valley. 


4 Behind boulders on left side of trail 
(when you spot fleeing VC). 


At the back of the first tunnel complex. 


missions, callout number one ey always indicates the mission’s starting point. 


INTELLIGENCE ITEMS 
ty On a VC, west of command bunker. 


(3) Left side of hill after ambush, by medkit. 


; * The numbers next to each list entry correspond to the callouts on the mission maps. For all 


(2) On VC during trench fighting after first 
tunnel. 


ey At the back of the second tunnel complex. 


On the gunner just outside the exit of 
tunnel two. 


ey On VC right on entrance to base. 
F) On a VC near the fuel dump. 
ey Above the camp bunker, on a dirt ledge. 


INTELLIGENCE ITEMS 
On a VC ambusher in the first On a VC ambusher in the first 
tier of rice paddy fighting (1 of 2). tier of rice paddy fighting (2 of 2). 


TROPHIES 


F In the cave behind your starting position Fo (2) On VC ambushers in the third tier of rice 


paddy fighting. 
On VC ambusher in the first tier of rice 
és paddy fighting (1 of 3). 7o In the Type 24 gunner's hut. 
D On VC ambusher in the first tier of rice 
paddy fighting (2 of 3). 
On VC ambusher in the first tier of rice 
paddy fighting (3 of 3). F (4) With VC fighters guarding the journalist. 
Fr (3) On VC ambushers in the second tier of 
rice paddy fighting. 


Inside a hut on the northeastern side of 
the village. 


TROPHIES 


Held by an attacker in the ambush after 
the first checkpoint. 


By the mortar crew above the large valley. 


Fe On a soldier in front of the heavy guns. 


With the assistant gunner inside the 
first bunker. 

Fr) (2) On the gunner on the upper floor of 
second bunker. Behind grenade trap on 
lower floor of second bunker. 

By the ladder up in the left bunker, at 
the hardpoint. 
On the floor of the right bunker, upper level. 

O With the right Type 24 gunner in front of 


the fort 
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NVA soldiers near the front of the fort. 
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ty in the central room, second floor of the fort. 
ty At the top of the fort's left tower. 


Inside the room with NVA troops and 
intelligence at the back of the fort, 
second floor. 


INTERIOR TROPHIES 


Inside the dungeons, second room off the 
main hallway (a pennant behind a table). 


Fe) On the pair of soldiers who guard the hall. 


ey In the corner of the third room. 


he) On a jailor, at the back of the POW hallway. 


INTELLIGENCE ITEMS 


A sheet of papers on an officer from the 
early wave of attacks. 
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TROPHIES 


(5) On the bodies of attackers from (4) With the mass of attackers who charge 
the first two waves of attacks. the radio room. Search the lower entrance 
Search the field outside the fort. to that section and the courtyard beyond. 
(2) Near the bodies of attackers from In the cluster of soldiers around 
the third wave of attacks. Search the the rpg man. 
field outside the fort. (2) In the cluster of soldiers around 

ey the rpg man. 


ey At the bottom of the right staircase, on a soldier. 
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INTELLIGENCE ITEMS 


In the cluster of soldiers guarding the left 
passage, inside the cave. 


TROPHIES 
F With the first guard of the mission. 


Fo On the second guard, just down the beach. 


With a soldier at the top of the main path, 
up from the beach. 

Held by a soldier on the other side of the 
mine field. 

(2) By the rifleman overlooking the far path 
back down to the beach. On the rifleman’s 
ledge, deep in the grass. 


Fe) On a trail in the northeast. 


On a soldier by the beach scaffolding 
(he usually stands in the water). 


With a soldier, on the beach, who stands 
near the grenade traps. 


With one of the two guards just after the 
beach checkpoint. 


(2) On a soldier down the left tunnel, near 
the intel. At the side of a chamber, in the 
lower section of tunnels. 

(A pennant on the side wall) 


Held by the heavy gunner on the beach. 


Fe) Under the scaffolding at the end of the beach. 


INTELLIGENCE ITEMS 


With the group of soldiers southeast of the 
base, by the boulders. 


Kept by the officer on the right path, near With a VC ambusher in the group that 
the starting point. attacks your squad on the way back up to 
the village. 

(2) Dropped by a VC during the gunship 
South of the village center, outside a hut attack and skirmish. 

(it's a little red book). With the group of soldiers southeast of the 


Fe) On a Viet Cong fighter east of town, with the base, by the boulders. 


(2) With the VC who guard the village center. 


guarded villagers. Almost under a building on the western side 
(2) On the VC who ambush your squad in the of the enemy base (a little red book). 

rice paddies. With a guard on the trail up to the 

Held by one of the VC who is watching weapons cache. 

the elders. 


(2) Inside the hut where the elders are held. 


INTELLIGENCE ITEMS ' 
On an officer near the end of the mission, | 
in the cave (by the room with the ! 

SRV pennant). i 


TROPHIES 


With a soldier near the starting point Held by the NVA soldier at the northern | 
(turn right, then right again). entrance to the hill 
On a guard at the base of the hill Fr (2) On officers east along artillery hill. 


(by the first pair of Sampans). 
Held by a rifleman along the left path, 


a patroller. à 
Oaa oon i h aak (3) Down the right passage of the cave complex 
NO. IPE AF QUADRE WAO OVOTIOOKS (a socialist flag in a storeroom). In a room off 
j 


F By the base of the eastern artillery piece 
(it’s a PAVN flag) 


Sampan three. of the left passage of the complex (an SRV 

At the top of the sniper platform near pennant). Further down from the pennant is 

Sampan four. a watery room with a Buddha statue. 

(2) With the guards beneath the sniper tower 
Fe (the upper route toward artillery hill). On the 
RPG man at the top of the sniper tower. | 
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INTELLIGENCE ITEMS 


With one of the VC runners who comes out 
of the Viet Cong building. 


TROPHIES 


With one of the crew that was manning the 
AA gun, right next to your starting point. 


Fe) On the eastern squad in the first yard. 


With the squad that guards the second 
northern house. 

On a soldier inside the ditch, at the 
checkpoint mark. 

(2) A PAVN pennant is on the northern side 
of the barricade. Held by a soldier on the 
other side of the barricade. 

Pinned to the officer who is manning the 


In a ditch toward the front of the 
Viet Cong building. 

(2) On a runner who comes out of the 
Viet Cong building. Toward the corner of 
the courtyard inside the VC building 
(it's a Ho Chi Minh flag). 
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mortar southwest of the second checkpoint. 
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With the pair of VC just after you leave the 
VC compound. 

(2) On a VC who is charging the docks near 
Ramirez. With a squad that moves toward 
the docks in the next wave, from the left 

(a second one sometimes drops). 

(2) From a VC on the right side of the hill, at 
the beginning of the major attack. There's a 
third trophy on the men just inside the cave. 


With the flamethrower trooper, right of the 
fuel station. 
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INTELLIGENCE ITEMS (unnumbered items appear in interior locations) 
O Rene PRS Oh) By the trapped teddy bear, north of the 
From the floor of the radio room. 


barracks rooms. 
ey On top of the table, on the right side of the D (2) On officers in a room on the right side of 
medical facility. the second story. 


(2) Stacked against the large gate, to the . ee a 
Fe) i2} St CARR agams the large gate, to th ey On the floor of the radio room. 
right of the Dus. 


ey (2) In the first barracks room of the complex. hk) Held by the woman in the medical facility. 


Behind the desk at the entrance of the 
ladies house. 


CSET Se I 


ey Hung on the side of the second barracks room. 


INTELLIGENCE ITEMS 


Usually near the southern edge of the 
eastern yard, where the officers are 
stationed. 


TROPHIES __ 


eC 


ey On the left gunner, from the first yard. pees sor utes AEE DEAT mace 

Fo With the soldier on the second floor, up the With the first guard in the yard north of the 
ladder from the second yard. downed chopper. 

F) Held by a soldier who attacks between On a soldier, by the middle of the yard 
yards three and four. (right side). 

Fr On a soldier who fights from the left side of ey On another soldier, late in the yard (left side). 
the fourth yard. 
(3) With the officer who is commanding Str) With the Type 24 gunner in front of the temple. 
the NVA forces in the eastern yard. 

Fr There’s a fourth trophy on a soldier who Resting beside the temple, on the wall by its 


aids the officers in the eastern yard. right side. 
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TENTH ANNIVERSARY 


BradyGAMES published its first strategy guide in November of 1993, and every 
year since then, we’ve made great efforts to give you the best guides possible. 
Now celebrating our 10th anniversary, we’d like to take this opportunity to say a 
few things and extend a special invitation to you—our readers. 


First of all, THANK YOU! Whether you’re a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have 
enhanced your overall experience when playing games. These days, completing 
a game isn’t just about how quickly you finish. It’s about uncovering absolutely 
everything a game has to offer: side quests, mini-games, secret characters, and 
multiple endings just to name a few. Thats what the TAKE YOUR GAME FURTHER® 
banner at the top of our guides is all about. 


Many games deserve more than just a standard strategy guide, and we recognize 
that. Our guides are produced with the highest quality standards and are tailored 
specifically for the games they cover. With the introduction of our Signature 
Series and Limited Edition guides, we raised the bar even higher. 


Now for the “invitation” part. Although we constantly challenge ourselves to 
improve our guides, we’d like your help too. You're formally invited to tell us what 
you think about our guides. Like something we do? Let us know. Think some- 
thing we've done is totally lame? Please let us know. We want your feedback no 
matter if its good, bad, or just plain ugly. You can write or e-mail us at the 
addresses below, and we will read what you send. Your opinions are important to 
us, and may influence the direction for our guides in the future. 


Write to: Send e-mail to: 
BradyGAMES feedback@bradygames.com 


800 E. 96th Street, 3rd Floor 
Indianapolis, IN 46240 


For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES. 
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’ / This ts a place where you face new horrors each day, from napalm 
bombings and gruesome VC booby traps to the constant threat of an 
unseen,enemy. Our guide provides your best hope of surviving the fear, 
chaos, and relentless dangers of Vietnam warfare. 


BRON Finos MISSION WALKTHROUGH & MAPS: 


DS = ‘ We provide a clear path in this confusing and deadly 
1 environment, including tactics for overcoming the 

#4 enemy and locations of 

' an important items! 
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Ok) TROPHIES & INTELLIGENCE: 


\ Our maps and strategy detail where to find and recover each piece of critical data. 
\ Collect everything you need to achieve 100% completion. 


EQUIPMENT ARSENAL: 
A complete rundown of both US and enemy weapons and items. Master the 
use of knives, grenades, the coveted Rocket Pistol, and everything in between. 


N | Ok) MILITARY TACTICS: 


Indispensable advice on combat survival, including how to improve accuracy, 


€ preserve health, avoid traps, and use stealth. 
à a 
- aor i 
a Access cheats—including Infinite Ammo, God Mode, and Unlock Missions— 
plus some very rovo po Easter Eggs! 
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